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THE BEST AMIGA GAMES MAG IN THE NEWSAGENTS! 


ry 
Does it deliver? 
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A Virus killer is an essential 
purchase in these days 
where there are hundreds of 
Amiga viruses. Make sure 
your software collection is 
free from all known viruses. 


£4.00 


_ VIP4- 7 VIRUS KILLERS | 


Wookbench 3 is. is good but 
Commodore forgot to include a 
few things, like a virus killer, a 
decent | ext editor, a few 
leisurely games, more 
datatypes, a tiny clock, a file 
copier, a decent disk copier, a 
hard ex menu system and a 
few other things 

On ly £ 7 00 


1 ScFr.3 . STUFF COMMODORE FORGOT. 


Star Trek the game isa 

geen SUpErD interactive 

action/strategy game 

where you take control of 

all key personnel on the 

bridge. Great sfx & gfx 
Only £6.00 


t —)STG6-3 ‘STAR TREK - THE GAME | 


Now the winter's here, it's. 
a good reason not to have 
to do the garden 

because you'll be too busy 


mae A two disk collection of 
various Scala background | 
textures. Wood, paper, 

etc. Gives your Scala 
production a more 

m= professional finish 

Only £6.00 


SCAG 2 SCALA BACKDROPS _ 


| Make your ‘own hardware | 
and save £££s. Sound 
samplers, memory 
expansions, Bridgeboards 
are all here. Includes 

i = complete diagrams. 


1 Only £4.00 


HW P42 HARDWARE PROJECTS 2 | 


; | Forty top quality 

| compugraphic fonts for 
i use with WB2/3, 
Pagestream, Wordworth, 
D Paint 4 etc, etc 


Only £7.00 


3, COMPUGRAPHIC F FONTS 


8 Four all time classic board | 

; games. Scrabble, Cluedo, 

8 Snakes and Ladders, and | 

onopoly. Great fun for all 
the family. 


All for only £10.00 
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Complete 4 disk set 


_ BDG10-4. BOARD GAMES 


Priority Order - Form 
Name 


ACATeSS......ccccccccceeeeeees ; 


Amiga model Payment 


Credit Card NO ...cccccccccoscsocccscscsceceeccececeescecsseeeseerseeseenees 


Nl cannsncaiisiecapnesevntandarenseniacisisiiuabed 


All clipart images are stor 
paint package. Packs ITX 12-6 & HWP4-2 require sor 
which is supplied with these titles 

Kickstart 2/3 means you require an A500+, A600, A1200 
with Kickstart 2 or 3 


AGA means you will require either an A1200 or A4000 to 


ed as IFF so they can be used ir 


r any machine 


use tnat particular title 


Epic Marketing, First Floor Of 
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a This is the most powerful - 
Amiga disk duplicator 
available. The manufacturers 
Claim it will copy every 
Amiga disk known to man 
Includes s/w & hardware 


Special Price £29.95 


SXCP30- 1. XCOPY PRO. 


Fifty stunning AGA images 
in 256 colours, on 10 
disks. All of which will blow 
your mind 


Only £15.00 


GRL 15-10, BATHING BABES AGA. 


News Maker allows you to 
create great looking 
documents. Try Desk Top 
Publishing for yourself and 
see just how Dnilliant it 
really is on the Amiga 

. ' All for only £4.00 


CINRL 4- 1. NEWS MAKER | 


a 
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Features all you need to 
crunch, archive & 
decrunch any file or disk. 
Includes DMS the Disk 
masher, Powerpacker, 
LHA etc. 


Only £5.00 


_ CRM5-2. CRUNCH MANIA _| 


Be Ane PED tee 


Create your own 
easy to use 


game cheats on five disks. 
Includes all popular titles 
like: Monkey Island, 
Project X etc, etc 


| GANE CHE! 


MWBS3-1. MA 


1ODI05. IMAGINE OBJECTS 2 | 


7“ ADT Talis nis See Hundreds of general 
fs Knowledge questions 
Subjects include: Sport, 
Films, Music, Science, 
Geography. Test your 
knowledge with this excellent 
Trivia game 

Only £5.00 — 

_| WEPRS-2 

Run PCAT software on your | | 
Amiga. Supports VGA on the | 
A1200 or A4000. Works with | 
your Hard Disk, Floppy 
Drive, Serial, Parallel & 
mouse ports. Runs Windows 
etc 


140-1 £69.95 
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Over 1000 Top Amiga. | ee 


at with this excellent package 
— | Take a closer look at your 
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frustrating mind teasers 
Over 10 brilliant Puzzle 
in minutes. 


Only £7.00 


A complete Word 
Processing package 
Features all standard 


spell check etc. A very 
easy to use package 


Only £3.00 


OVER £2 


fascinating Random dot Stereogr ams. very 


00 


| Get your finances in order 


| bank accounts, find out 


| every month 


C WORKBED 


MWES-2. MAGIC WB EXTRAS | 


The most professional 


hel Pr fabata word search, crossword 


solver available on the 
Amiga. Includes a 
dictionary of over 58,000 
words, and you can add 
your own 


Only £5.00 


W ORD FINDER PRO. 


If you're new to the ‘Amiga, 
then you may be having 
problems with missing 
that are needed to run 
now and solve those 


problems 
00 


Ordering by post 


a) SN 5 
Collecting disks 
Overseas Orders 


Postage & Packing 
Cl 


ROM 


Compatibility 


Ordering by phone 


where all your money goes 


A superb three disk set of 


games. You'll be hooked 


3. MIND TEASERS!! 


options like: cut paste, tab 


TXE3-1, WORD PROCESSING. 
PREES SL! 
FREE BOX OF TEN BLANK 
DISKS WITH EVERY ORDER 


RDS3-1. RDS 43, 


Only £9.00 ov _ s-os---~- ~ 3 Only £7.00 
lL CHT9-5 1000 GAME CHE CHEATS. "FIN7-3. FINANCE 
j —— i | Over 70 top quality Imagine | rs ae = = +n A two disk set of extra 
_ ae objects on five great disks. PS ae a ‘eet tf ae) | Dackgrounds, Icons etc. for 
She > Subjects include: Vehicles, | ws mat 24) ~ A | | use with Magic 
fF = - Animals, Star Trek and loads | = pepe sar Workbench. Requires 
I , more miscellaneous objects set Le sth Need Seiad | KS2/3. 
1 p> oe ‘ weet fF > “YSe re 
Frac a aah em ae : Only £5.00 


Libraries on your workbench 


particular software. Order this 


TREBDL ESSENTIAL FOR BEGINNERS. 


KO 


Victoria Centre, 138-139 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 


SOF TWA RF 


A selection of tools for 
degr ading your A1200 
Gown to a 500. Very easy | 
to use, Dut extremely 

~~ 


effective way of running 
old games etc | 


Only £4.00 


DEG4-2. A1200 DEGRADERS | 


of 4 disks 


“a ew Se’ j 

comtairwng Numerous printer 

tors. Includes: printer 

Sowers, label maker, address | 

5 print manager, 

anc other useful tools. 
| 


Only £7.00 


NTER TOOLS 2 | 


er 3,500 top quality Amiga | 


: } coms for use in workbench 
3 | A Dargain at just 
— 1=) £5 00 
— zs - ——— s 
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lar n Beale or Floyd then THE 
GOURMET COOK BOOK is 
@ good way to get started, 
over 50 recipes included 


Only £3.00 
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x Over 130 stunning full 
os @ colour Lion King clipart 
a” & images for use in any 
Fs 
om gt Publishing package 
ae 


| 
Paint or Desk Top | 
All 3 disks only £7.00 jj 
iI 

|| 


LKA6-3. THE LION KING Clipart | 


Leaming to type can be a 
difficult task, but not when 
you get a copy of our 
classic typing tutors 
Includes three programs to 
help you learn to type 


sd £3.00 


} 


my Whether you | want to link — 
two Amigas together, or 2 | 
PCs or Amiga to PC, then | 
this package will suit you. | 
Easy to install 


Only £8.00 


An essential holden for | 
all Hard Disk owners, 
tet) inciudes backup tools, file 
managers, virus tools and § 
xs loads more 

Only £4.00 


Re 


ee “HARD DISK TOOLS | 


IMAGINE 


HINTS, TIPS & TUTORIALS 
This 40-page book will give you hundreds of helpfu 
hints & tips for Imagine users 


FREE COMPANION DISK 
Containing Objects, Textures etc. 


Only £7.95 + P&P 


fCD* LINKUP 


Connect your CD32 to your Amiga 
for easy transfer of ALL CD Rom discs. 
Complete with leads + CD Rom boot software 


HB CDL35-1. Only £34.95 + £1.00 P&P 


14-2. 


HD 


Me 


Order hotline: Q793 TANASS Fax: 514187 


~ =f “Megaball V3 is most 
definitely the best ever 
“Break-out" game 
available. Superb AGA 
graphics, music and 
gameplay make this an all 
time classic 

Only £3.00 


_ MGB3-1. MEGABALL AGA | 


Over 100 all time classic 

Pa games including 

Breakout, Pacman, Space 

Invaders, Snakes, loads of 

puzzle games and more 
Only £10.00 


Requires Kickstart 2/3 


—)GG10-4, 101 GAMES 
a \~ eB ]} Features numerous 
o> } N g 
y 4 
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Lightwave & Imagine objects 
of Robots and Robot related 
items 

Requires min 2Mb RAM 


Only £3.00 


pictures to place in the 


Only £5.00 


. WORKBENCH BACKDROPS 

|} Whether you run a small 
business or just need to 
go computerised then this 
superb easy to use 
integrated package is what 


IFC7- 3. LITTLE OFFICE 


This is the most impressive 
! AGA demonstratic 
| available. If you want to 


= WBS. 
Word Processing 
Database |v 4 


Spreadsheet lv 
Diary |v 


impress someone, then this 
| is what will do it. Features a 


brill ise A PRDK 


I BTS4. 2. BIG TI TIME SENSL AL ry 


use in im agine teas der yo 
shhachn in 
shades, colours and 
textures. Compatible with all 
Amigas 


a variety of 


— ITX12- 7, IMAGINE TEXTURES 


capy-E- =) A compilation of very 


powerful disk copiers 
make backups of your 
= software collection with 
; ease 


Onde 
- Only £5.00 


~_UPYS 5-2. DISK COPIE RS 


Mm Sevent 
in pr lip any package 
including Deluxe Paint. Also 
features a fantastic font 
editor for design 
customising your own 


itmap fonts for use 


Only £7.00 


game in the world, and 
that’s a fact. This is a 
compilation of five of the 
best. Best graphics, best 
sound and best playability 


Only £9.00 


) SPES. 3 SPECCY. EMULATOR 2 


A selection of superb girly 


INTS & EDITOR | 


ss} Tetris is the most addictive | 


Inside Engi nes is a 

m™ compilation of in-depth 
animation sequences 
showing you the workings 
of all the most popular 
engine types. 


Only £9.00 


| ENG9-5 5. INSIDE ENGINES) | 


| Hundreds of high quality 
professional clipart images 
Subjects include: Transport, 
People, Computers, Xmas 
and loads more. A much 
wider scope 

Only £13.00 


“10. PRO CLIPART | 


Play 100s of all time classic 
Spectrum games on your 
Amiga. Inc: Jet Set Willy, 
Attic Atak, Star Trek, 
Uridium and loads more 


Only £5.00 


GFX13 


PECCY Ell + OVER 400 GAMES O35. 
o ’ Avs 


‘9 
MPACE + GAMES £8 @ 


om A selection of printer drivers 
= including all popular printers 
| such as: Hewlett Packard, 

i Star, Panasonic, Epson, 

| IBM, OKI, Seikosha, 

"| Postscript etc 

Only £3.00 


Contains a selection of - 
Video titlers, Video wipes 
& backdrops. Great for 
creating professional 
home movies. All you 
need 

Only £12.00 


lf you've just purchased 
your Amiga you may be a 
bit boggled how to use it 
properly. Well this five disk 
set takes you step by step 
through every basic thing 
to know 

£9.00 


-ABG9-5, BEGINNER’S GUIDE. 


A collection of Amiga card 


games including: Poker, 


FULL HOUSE. Craps, Solitaire etc. Great 


fun for all the family 
Only £10.00 


3 utilities/tools, including 
text editors, virus killers, 
disk editors, sound & 
graphic tools and loads 
more 
Only £3.00 


A new co llecti ion of too is for 
WB 2/3 machines. Includes 
virus killers, editors, sound 
tools, gfx tools, HD tools, 
and loads of other stuff. It'll 
take you ages to go through 
this lot 

00 


[AT C3 5- 2. POWE RTOOLS 


A range of clipart for use with | 
Pagesetter Do zens of 
subjects | ding: People, 
Vehicles An imais 
Computers, Sport etc, etc 


Only £3.00 


AGESETTER ART 


_ £5.00. 


Asteroids and Galaxians. Remember the good old days | 


C1 CTGS-3, C 


Over 200 Workbench 2 or | 


accurate the results 


] The complete system system —Ssid| 


| analyser. Test your drives, | 

| memory, keyboard, 

| mouse, expansions and all | 
; your custom chips etc. 


Only £3.00 


~ENKS- L. -ENGINEER ‘SKIT. 


8 Hundreds of high quality 7 
® |FF samples, including: 
drums, guitars, bass, 
vocals and beats. Perfect 
mame for Music X, Med or any 

| tracker clone 


Only £7.00 


5.1F 'E SAMPLES. 


*SAMT-5 | 


Thousands of useful tools, 
demos, games and 
graphics, Imagine objects, 
and loads more. 


Only £19.95 


DPD IV COLLECTION 


Over 3,000 AGA pictures of 
beautiful ladies. Stunning 
images in up to 256 colours. 
Complete with powerful 
picture viewer. 
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/ARC6-4, ARCADE CLASSICS | 


{ Pacman, Space Invaders 
f Now only £6.0 00 


Features 4 all time classics. New & old versions 


i An essential tool for ‘| 
installing workbench on 
your new hard disk. Easy 
to use either on the A600 
or A1200 


Only £7.00 


| 
| 


ad 


| LADULT SENSATION CD_ 


Only £19.95 
| NEW! NEW! 


Features the Spectrum 
Emulator and over 500 all 
time classic Spectrum 
games on one CD ROM. 


Only £19.95 


Thousands of archived 
tools, including: patches, 
Dir tools, music, graphics, 
AGA tools, workbench 
tools. It'll take you months 
to sift through this lot. 


Only £19.99 


If you like to have a little 
flutter then this is for you. 
mae Contains a number of 
brilliant gambling games. 
Includes Roulette, Craps, 
Fruit machine, etc. 


Only £6.00 


—_ABS6- 4. BETTING SHOP | 


cae your 

= entertainment media with 
stam this set of cataloguing | 
tools. Video, CD and disks | 
are all catered for 


Only £5.00 


“ATALOGERS ~ d 


Convert ¢ graphics formats — 
between PCX, GIFF, IFF, 
TIFF etc 

Easy to use 


Only £5.00 


* WORKS ¥ 4 AGOO AAT 


' ie fa 


| DRAPAIVS GRINDER | 
"GFCS-2, GFX CONVERTER 


—_——— $$. 


BaF] Py Poker wih some of 
a}. the most lovely ladies in 

the world. Great fun for all : 
"335 the family, NOT! Includes 
4} superb graphics and 


aS digitised speech, | 


"PLEASE QUOTE “OVER 1" WHEN OROERING Now Only £10.00 


_| DSP10-1, DELUXE STRIP POKER 2 | 


beginner at chess or a 
champion, JI CHESS has 
something for you. Superb 
graphics and speech make 
this a great software title. 


CHESS & TUTOR 1MEG VERSION Only £4.00 


“I 14-1 JIT 4-1. CH LESS & TUTOR ? “«° 


LPW5-1. LOTTERY WINNER PRO, 
LOTTERY WINNER PROFESSIONAL can predict the 
National Lottery results with as little as only a couple of 
months back data. The more data you input the more 

Only £5.00 


Another great puzzle 
game for adults. A pint of 
the best, a packet of 
peanuts and a good game 
of Centrefold Squares 
“What a life!” 

Now Only £8.00 


~ CES8- L CENTREFOLD SQUARES _ 


voy 1 A new collection of 5 
| brilliant disks crammed 
| with colour clipart 
| images. Subjects include: 


‘ Cats, dogs, plants, 
| animals, comical, 

| vehicles, ships etc. 

& Only £9.00 


-_ 


_ CCP9-5..C 5, COLOUR CLIPART SET 


err A collection of great fun 
= © = | educational games for 
children under 7. Maths, 
= spelling, speed, etc. are all 
SRR ate included in this excellent 
compilation. 


KIDS STUFF! Only £9.00 
| EDU9-4. EDUCATIONAL 
[PASSWORD Stop other people from 


accessing your floppy or 
hard disks, by putting a 
customised password on 
4 your disk. Also contains 


| file encryption tools. 
ENCRYPTOR Only £10.00 


| _ PSW10-4. PASSWORD 


i Gracia fi First ia SOE Victoria Centre, 138-139 Victoria Ra, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 


i. I'm Andy, and this is The One. 
al Hot news this month is that The 
One is more fruitsome and love- 
ly than ever, celebrating all that’s great 
and good in Amiga game-land. If you 
discount Ants, that is. Anyway, wel- 
coming you to page 18 there’s the 
toothsome Gloom (in case you hadn't 
noticed), closely followed by the rather 
ss scary Fears — two games of the kidney which 
* many said couldn’t be produced for the Amiga. 
“. Well, here's proof that they can! Edging side- 
ways, let’s have a big hand for Graftgold, 
which returns to the fold with a bolt from the 
blue entitled ViroCop. And another (big hand, 
that is) for Thalion, whose huge, bouncing PR 
" bloke deserves a roll of luck — and it looks like 
he might just get it with a curious little Beat- 
: ‘em-up name of X-Fighter. Hurrah! Incidentally, if 
94 any of you fell for the Commodore A1(M) news story 
7 last issue (yes, that includes you, David Pleasance) 
then I'd like to wish you all a big ‘April Fool’, and, 
might | venture, that you’re all a large pair of pants. 
To the rest of you, a hearty “Welcome.” 


Andy Nuttall 
editor. 
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COVER R STORY Pp 18 


GLOOM! With that Hoch from the dentist 
feeling of.5 drilling’ nasty holes in ‘you. 


6 


i 


INACTUAL DOWNCLOSEAGE 


BOOT SECTOR 
This month’s 
coverdisks are ' 


Bg 


brought to you via 
the special golden- 
greens you 
glimpse through a 
sunlit hornbeam. 


NEWS 

Ocean ties up Team 17... 
ESCOM plucks Commodore 
chickadee... MMC slaps 
back of console’s legs... 


DOOM & GLOOM 
Gloom swaggers smoothly 


onto the Amiga, besplatter- | 


ing Our passages in gore. 
Apparently, though, it’s an 
offal game. (Doh!) 


TEARS FOR FEARS? 
Fears swaggers onto the 
Amiga, slightly more chug- 
gily (for the mo) and wiza 
tres sexy French accent. 
Vive la mort! 


BOLTS FROM THE 
BLUE! 


Our Dalek-table editor dis- 


covers a secret. A brand 
new Graftgold game with 
Braybrooky bits in it! 


LAPPING [T UP 
Kellion has come up with a 
new polygon-based racing 
game. Damned funny 
shape for a car, if 

you ask me. 


Black Legend goes Amiga 
crazy... ECTS sets rock 
hard... Nuttall in counter- 
amusing ‘sear’ alphabet- 
type gumbo! 


LETTERS 

As promised, an evening of 
breathtaking ‘Questions’ 
with our long-limbed Mas- 
ter of the Interrogative. Join 
us for a gasp, a groan and, 
possibly, one or two 
answers as well. 


KWOK OF GOLD? 

If you've played last 
month's X-Fighter demo, 
you may be interested to 
learn more. Or maybe not. 


RABBIT PUNCHES 
Brutal: Paws of Fury cros- 
seth from the Smegma 
Drive. ‘Do little’ Broughton 
talks to the animals. 


CHAOS SERA SERA 
Egad, sir! Is this really the 
last part of our 
Chaos Engine 
2 WiP? 


MA 


Band in Nile Delta... Skittles 
bowled over by balls — 
official... Holmes and Wat- 
son in ‘still no Clue as yet’ 
knee-trembler... another 
game | can’t remember. 


er 


ad 


UPDATES 
| Space car dunks Glitter 
| 
) 


ot | REPLAYS! 
— - 60 Aliens regurgitate lost 

. a B17... Napoleon baulks at 

\-4 ‘crap at war’ slur... 
Page 81 J Exile in ‘return from 
is a bit old exile’ teaser... 
hat don’t yo Stardust admits 
think» ‘memory of love's 


refrain’ bombshell. 


PIZZA TYCOON 

Go ahead, punk, make my 
spicy sausage. Time to hit 
the Nut. All. Aha-ha-ha. 


ANGST 
Doom. Gloom. Fears. Jelly 62 CANNON FODDER 2 


Babies. A strange pattern is More ‘kill aliens’ larks. 
emerging. Or is it? 


ULT. SOCCER MAN. 
Sadly not a hippy jaunt to 
Villa Park, but an engaging 
Stats-fest. By Odin. 


VALHALLA BFTW 
It’s a plant. 


10 
14 


3 ANTS 
Well, without wishing to 
give too much away, this 45 FLINK 


game is total cra... 


I'm a fairy. 


CHAMP MAN. 3 
On the Ball 4 


6/ 


SUPER LOOPZ 

Look! It’s a nice round puz- 
zler from Mr Audiogenic! 
Or is it? 


WIN A PIZZA 
To promote Pizza Tycoon, 
MicroProse has wittily 
decided give away free Piz- : 
zas. How do they do it? 


RUFFIAN SWORD OF HONOUR 
Such platformular tight- The hauberk of good man- 
buttedness should stick in ners... the greave of propri- 
our craws. But does it? 3 ety... armour getting a bit 
carried away... 


INT. GOLF 

Fore! Huh! What is it good 
for? Absolutely 
something. Say 
it again... 


EXILE A1200 r° PD ZONE 


A great old game has been It’s cheap and on the whole 
updated and improved for it’s cheerful. Like Billy the 
the 90s. Hasn't it? happy Bullfinch, non? 


BACK ISSUES 
Lumbago, for instance. 


Bf FANCY LEAGUE 


The results. The top 20 
gy PLEASE GRASP MY 


managers. The pile of sod- 
ding work they said some- 
one else would be doing. 
WEAPON! 

The Winners. Find out if 
your diabolical invention 


Y I1995 


REVIEWS My UPDATES 


i REPLAYS! 


LEMMINGS 3 


Golden Hamsters 0. 


CLASSIC TIPS 


Martin Jarvis reads |, J, K 
and the preface of L. 


SNIPS & SURGERY 
The good Herr Doktor von 
Broughton gives mouth to 


mouth. For hard cash! 


| iQ BE 4’ GLoom: 

es Yes, you! Answer 10 simple 
anatomical questions and 
get your face plastered all 
over a wall. Free! 


APRIMARY DISOPENING 


will turn-stomachs in The 
Chaos Engine 2. And no 
sulking now. 


RECOMMENDED 
Carrot cake... Chips ‘n’ 
Gravy from some shop in 
Matlock... Brown trousers 
for bungee jumpers. 


THE ELIZA FILES 
In which Gremlin’s very 
own Steve McKevitt raps 


with the lass with the gas. 


NEXT MONTH 
ls June. But I’ve given 
the game away now! 
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Black Magic 


OW DO WE DO THAT? 
That's the question on 
everybody's lips. Month 
after month, just when you think 
we can't possibly bring you better 
coverdisks, we cop hold of some- 
thing so bloody brilliant, remark- 
able and exclusive, that you'd 
think we were officially 
sponsored by God him- 

self (Or ‘herself’ — Jo.). 

Just take a look at . 
the other mags on the § 
shelf. What's on offer 
this month, eh? Some 
crappy, year old PD? 
Hmm, _ that’s worth- 
while. Or perhaps some 
absolute stinker of a 
racing game with no ios 
opponents to race against? 
Come on. We've all had to make 
harder decisions than this... 

So anyway, look at Gloom, 
baby! It’s got violence, it’s got sex 
(if you‘re the sort of pervert that 
finds viscera arousing), it’s got 
monsters, it’s got violence, it's 
got intestines, and it’s got vio- 
lence. It’s also (and | want to 
make this clear) got violence. 

Anybody who has been follow- 
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ing the ever-increas- 


ing number of | 
would-be Doom 
clones will know that 


we've been backing Gloom as the 
best of them to date, and I’m sure 
that once you've played through 
this enormous level of a demo, 
you'll agree. 

Instructions seem a bit 
* pointless because all you 
‘have to do is wander 
through the level, killing 
everything as you go. You 
can collect weapon power- 


a #m,UPS as you move about (the 
inl little fist icons) as well as 


vjgpoPen doors by pressing 
4, against the red switch- 
es found near-by. 

Other than that, just keep an 
eye open for enemy soldiers and 
watch out for cunning ambush 
tactics. You can muck around with 
the options until your heart's con- 
tent (hit Esc once in the game) 
and alter the detail level and win- 
dow size until you've got things 
running just how you like them. 
Have fun, and don't forget — 
demos are always better in The 
One! No, really, they are. 
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Public Domain — 


efore | go into my 

normal ‘over-the » 

top’ introductio , t 
for Platman, it's is 
worth mentioning © 
when the _ initial | 
appears asking whether | 
want ECS or AGA, A1200 us: 
want AGA, while A500/600 
should go for the ECS opt 


optic 


Patronising | know, but hey! | 


that's what I'm here for. Anyway, 
onwards and upwards... 

Platman is just one of those 
simple, fun, attractive things that 
make you think ‘Hmm, bet our 
readers wouldn't mind a free go 
of this.’ So, what do you have to 
do? Simple; just get as far round 
the maze as possible, avoiding 
nasty ghosts, eating them when 
power pills are available, and col- 


: lecting as much point-rewarding 
: fruit as possible. And here’s a 
> handy hint for you. Don’t forget 


to pick up any keys, as these offer 
the only escape through the 
doors. Byeeeee. 
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Due to the large number of duplicate 
disks made, the occasional disk is Mr Git 
from Gitland. If you're unlucky enough 
to get one of these, please except our 
humble apologies, but PLEASE DON’T 
SEND THEM TO US! Instead, send then 
to this address with a SAE for 28p: 

The One Coverdisk Returns, 

Diskxpress, Unit 7, Willow Court, Bour- 
ton Industrial Park, Bourton-On-The- 
Water, Gloucestershire GL54 2HQ 

Once you've done this, grab yourself a 
nice thick book, and wait by the door. If 
you think your problems can be solved 
down the phone, call the Diskxpress 
helpline on (0451) 810788 between 
10am and 5pm on weekdays. Where 
were you, when | was burned and bro- 
ken? As the day slipped by, from my 
window, watching... 


nsert the cover disk into drive 

DFO:. After a short time the 

SWOS background logo will 
appear, overlaid by a disk icon 
and some text. Now you have 
two options: 

@ toad your newly-created 
update disks by inserting your 
original SWOS disk 1 and then 
carefully following any on-screen 
prompts. Do not select this until 
you have updated your disks 
using option 2; or:- 

@ Wait for a short while for 
another screen to load, where you 
can either select to UPDATE your 
current version of SWOS to the 
new improved version, or play a 
demo game. 

UPDATING YOUR SWOS DISKS: 
On selecting ‘Update SWOS’ from 
option 2, you will be taken to a 
screen which requests you to 
insert a blank disk in DFO:. Insert a 
blank disk, or any disk that you 
do not mind losing the data from, 
into the specified drive and click 
on the OK box, and the disk will 
be formatted. 

Your original game disks 
cannot be formatted here, 
even if you happen to insert 
the wrong disk, (but don’t try 
it, just in case.) 

When the formatting is 
complete remove the disk and 

label it SWOS Update Disk 2. 

Now re-insert the cover disk 
in drive DFO: and click on OK. 
When prompted insert your 
newly-labelled SWOS Update Disk 
2 into the drive and click on OK. 
You will be requested to insert 
your original SWOS disk 2 into 
drive DFO:,and then the SWOS 
Update Disk 2. 

These two disk swaps will be 
repeated until updating is com- 
plete. At this point you will be 
asked to reboot your computer, 
with the cover disk in the drive. 
LOADING THE SWOS UPDATE 
Insert the cover disk into drive 
DFO: and reboot the computer. 
When the cover disk has loaded 
you will initially be asked to insert 
your original SWOS disk 1. Do 
this, and then follow any on 
screen prompts. 


* When the crowd go “Oooooh” it is no 
longer followed by a minute’s silence. 
* F10 key (Crowd Chants On/Off) now 
works for A500. 

* When the 2nd Player is using Edit 
Tactics the cursor no longer locks up 
on the ball. 

* When you are sacked you can now 
only Continue if you have accepted a 
Job Offer from a different club, other- 
wise you must Retire. 

* Italian League now gives 3 points for 
a win. 

* You can now import any team in the 
World into Custom Teams. 

* Player Skin/Hair colours now always 
stored correctly in Custom Teams. 

* Once a player has imported into a 
Custom Team, the Import box is now 
switched off to stop the player acci- 
dentally importing another team over 
the one that he has just imported. 

* Players will now always shake off a 
‘knock’ eventually. 

* Right and Left-sided players can now 
swap wings without such a drastic 
effect on their performance. 

* Ticks and Crosses are now shown for 
Player-Coach teams as well as just 
Coach Teams. 

* Game no longer crash when the Sub 
Goalie dives. 

* There are no longer any errant ticks 
and crosses being displayed on the 
Squad Select screen. 

* You can now Format a disk direct 
from the game. 

* The odd player who is sent off will 
no longer linger at the side of the 
pitch. 

* In Career Mode You will no longer 
receive any Job Offers in your last sea- 
son of Management. 

* In Edit tactics you will no longer get 
a Cross when replacing a Loan, Banned 
or Injured player with any fit squad 
player (unless you try to play an out- 
field player in goal). 

* Files saved with a ”.” in them some- 
times appeared to get lost when load- 
ing. It is now no longer possible to put 
a ”.” in the file name in the first place. 
* When buying back a player you have 
sold in the past, his value will no 
longer change as soon as you buy him. 
* Team data has been updated in some 
countries. 

* You can no longer be sacked after the 
last League game of the season. 
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* In Career Mode when you make an 
offer to buy a player and you receive 
the message from his club “We will 
accept no more offers on this player” 
the player is now immediately 
removed from the transfer market and 
in time a new player will move onto 
the transfer market to take his place. 

* Improved the computer teams’ evalu- 
ation of players offered to him in 
exchange for one of his own players. 

* You can now activate the Bench to 
Change Formation and Swap Players 
around on the pitch (NOT to substitute 
players) when either Goalkeeper is 
holding the ball. 

* In Career Mode each separate compe- 
tition (i.e. Premier League, Cup, League 
Cup, EUFA Cup) now stores its own 
game type defaults (i.e. 
match/result/view match/view result) 
so you can for example now default to 
just getting results for League games, 
but actually play all Cup games. 

* You can also now mix and match 
Game Types (Playing/Coaching/Result) 
in all Competitions. 

* When Extra Time is played in any 
match, it is now random who kicks off 
and who kicks up or down. 

* Player-Coach and Coach teams are 
not as severely disadvantaged against 
computer opposition as before. This 
keeps player values up, and generally 
makes Player/Coach and Coach teams 
stronger. 

* A general boost has been given to 
Attackers and Wingers to help keep 
their values up in Career Mode. 

* The way a Player’s Value is calculated 
has been changed, and we have includ- 
ed a small value boost for Goal 
Scorers. 

* The tactics of the two front players 
has been much improved for 4-4-2 and 
Sweep formations. 

* Home Teams are now given a slight 
skill handicap advantage over Away 
Teams for all Game Types. 

* Player or Player/Manager is now 
called Player-Coach and is always rep- 
resented on a Blue Background. 

* All games involving a Player give you 
the option of Match or Result. Match 
allows you to select between Player- 
Coach and Coach Modes (defaulting to 
your previous selection) and 


Result, after you have chosen Ma 
It's not just an 
Update, son, it’s 
the finished 


your squad, will give you just f 
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NEW FEATURES! 


the match score. 

* All games involving just Computer 
teams give you the option to View 
Match or View Result. View Match 
allows you to watch the game in its 
entirety, View Result just tells you the 
score straight away. 

* Any match on the Pitch can be harm- 
lessly Abandoned before the Kick Off 
by pressing the ESCAPE key. 

* The form of Teams is now affected 
by their current league position. 

* Generally the form of any one team 
is a bit more variable, because all of 
the players now have good days and 
bad days instead of always being 
exactly the same in each match. 

* Any Tactical Changes made from the 
Bench including Formation Changes, 
Substitutions and Player Swapping 
will now affect the performance and 
skills of all Players on the pitch that 
are affected by the changes. 

* In Career mode a Foreign player is 
now very unlikely to accept an offer to 
join your club if his value is much 
higher than the average player on 
your team. (After all who wants to 
travel halfway round the World to play 
with a load of Donkeys? (Daniel 
Amokachi, perhaps.)) 

* Positions of players at goalkicks vary 
depending upon the formation being 
used. 

* A number of Preset Competitions 
have been updated where necessary. 
* In Career Mode you will no longer 
receive any Job Offers from teams in 
the same division who are in either 
Promotion or Play Off places. 

* In Career Mode you will no longer be 
asked to pick the Playoff Squads for a 
team that has just, rather nastily, 
given you the sack. 

* The allocation of Goal Scorers ina 
Result only match has now been 
improved and the Goal Scoring share 
throughout the team now varies 
depending on the Formation the team 
is playing. 

* There are also a number of changes 
to Edit Tactics and Tactics in general. 
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nother 
been sab ke 
the “I want to own 


Commodore” ring. Last 
month the German retail 
giant Escom announced it 
had put a £5 million bid in 
for all assets and trademarks 
of Commodore International. 
Its bid will be accepted if 
neither of the other two con- 
firmed rivals — Commodore 
UK and Creative Equipment 
International — can match 
the amount. Even if one of 
them does, Escom may still 
remain in the hunt and offer 
more money. The manage- 
ment buyout team of Com- 
modore UK has played down 
the new development. It 
believes the Escom bid is low 
and that its own offer is still 
the favourite to win. 
Whatever happens, Amiga 
players will be praying for a 
result soon. Insiders are say- 
ing the situation could be 
resolved by the end of April. 
Let’s hope so. If nothing has 
happened by April 29 we will 
be “celebrating” the first 
anniversary of Commodore's 
marriage. To the liquidator. 
* Escom has bought the 
fallen Rumbelows chain of 
high street shops. If the 
company wins the auc- 
tion for Commodore it's 
conceivable that Ami- 
gas_ will be sold : 
throughout these f 
revamped stores. f 
Don't get too 
excited, though. : 
For now Escom is Fi 
playing down the 
possibility. Colin 


terday. But 


Baxter, the notthe right 
company’s cofmured one. 


marketing 


THIS IS GERMANY 


CALLIN 


A bafter y, yes 


manager, says the 231 shops 
(150 of which will be open 
soon) will exist primarily to sell 
Escom branded PCs and PC soft- 
ware. There are no plans to 
bring in Amiga stock at present. 


hile most of the source stock from all over the 
WW Amiga village lies place. We've sold a load of 
deep ina liquidation- machines, but we still reckon 
induced slumber, you can bet we've got enough to satisfy 
that the night-owls at Silica will | demand for a couple of months. 
be hooting and swooping and _ By that time we hope Com- 
generally making a great dealof modore will be trading again 
noise. And this month is no dif- | and we can acquire machines as 
ferent — the company has made normal.” Wise words, eh? 
three announcements. The company has _§ also 
First it is skinning the price of | launched a new TV modulator 
its Amitek CD32 Critical Zone for the Amiga. The Amitek 
pack from £249 to £199. It's Mamba also connects to a video 
amazing value really considering allowing the user to record his 
the machine used to be £399 or her graphics and sound on to 
and this pack features seven free video tape. It costs £34. Finally, 
games. But shouldn't Com- __ Silica is hooting about a new 
modore have sold all its stock of | replacement internal floppy for 
CD32s by now? A spokesman A500 and A500+ called the 
for Silica says: “Because of our Amitek Loader 500. It’s yours for 
connections in the trade we can = £39. Twit twoo! 


INTERFERED WITH 
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attery giant Duracell is 
es planning to put its pink 

rabbit on “every com- 
puter screen in the world” by 
circulating its own free game 
The Duracell Challenge. 

The fluffy pink rodent will be 
banging his drum in a plat- 
former on cover disks and down 
the Internet from about May 
onwards. So far the game has 
been written for PCs only, but 
its developers are reportedly 
looking into other formats, 
including the Amiga. 

Duracell says it will “harness 
piracy” to ensure the maximum 


reach for the promotion. Hi, att 
Because Duracell wants the Hj ~ "ii, ua 
hatch | ae 

game played by as many people ~ 3 
as possible it’s actively encour- ~ @ 
aging players to clone their — 

copies for friends. Over ome Amiga users could ..Countdown: The Early Years (or 
~m™, £50,000 of prizes are find their machines pick- whatever) when they should be 

hidden within the ing up unwelcome inter- © playing Cannon fodder. The RE 


game. Duracell 

has decided that 

every consumer 

who passes on a 

game to an eventual 

prize winner — will 
receive the same prize 

too. The Duracell Chal- 
lenge was developed by 
The Mounties, a company 
set up by games industry 
stalwart Mel Croucher to 
design games which are, in 
effect, interactive advertising. 


ference from Channel 5 whén — cable apparently acts as some 
the new TV station starts broad- sort of aerial a 
casting next year. Far worse than the problem 

Channel 5 will be beaming facing games players is the one 
out its signal on the same fre- facing video addicts. With a TV 
quency as that used by gamés — aerial going directly into VCRs 
machines, VCRs and other the interference will be even 
peripherals. It won't affect any- _ stronger. The companies bidding 
one who uses a dedicated Amiga for Channel 5 have been told 
monitor, Or connects. their they will have to pick up the bill 
machine to the telly with a scart for retuning affected equipment. 
cable. However anyone who Sending technicians to 10 mil 
hooks up their Amiga to the telly lion homes could cost around 
with an RF cable could pick up £75. million. 


MMC SLAPS CONSOLES 


QUITE HARD 


he Monopolies setting high prices on software 

? Mergers See and unrealistically low prices on 

finally gave its verdicton hardware, charging third parties 

the console games business last too much to manufacture their 
month. It was very cross with 
Sega and Nintendo. And that 


games, wielding too much 
power over other publishers, 
was about it. 
Its “report on the supply of 


outlawing rental when they 
shouldn't and putting complex 

video games in the UK” decided 

that both companies were rip- 


electronics into consoles to stop 
others producing software for 
ping off the public and making — them. Tut, tut, tut. 
life very difficult for the third 
party publishers. Trouble is, the 


But we all knew this, didn’t 
we? The MMC didn’t have any 

report came out just at a time 

when Sega and Nintendo have 


answers, and now there’s going 

to be another wait until the, er, 

lost their stranglehold on the Department of Trade and Indus- 

business and have stopped act- try comes up with something. 

ing quite so naughtily as before. Here’s an idea. Buy Amigas — if 
The MMC accused them of you can find any. 
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.. can you bear to wait? 


THE KOMPARTMENT 


IS FULL 


ello! Well what loverly 
weather we've been hav- 
ing lately over here at 


EMAP Towers. There's a large 
front moving in (but that’s just 
our systems manager) bringing 
with it lots of super news, but 
not many pictures. Still, the Kom- 


fully animated chess game (no? 
Really?) in the mould of Battle 
Chess, only with robots and 
what-have-you trundling around. 

Chess hails from yet another 
Kompart company, the Polish 
team, (Poleteam? — Harry.) 
Union Interactive. Expect more 
part Krew certainly can’t be Chess moves to follow shortly, 
blamed for this, because this but don't be disapawnted if it 
month the Welwyn-based “.® doesn’t. (Doh!) 
wunderkinds sent us glad An old familiar from the 
tidings of tons of new _/ heady days of the Mini WiPs, 
games, along with a nice third in our Kompart Kol- 
disk full of pretty pict tion is the dungeon romp, 
With any luck, these will ke l’s Doom. This little luvvie 
our Jo happy for about thr "comes from Croteam, the, 
minutes. (Fingers crossed). © er, team of Croats behind 

Anyway, first up on our | Football Glory and Embryo, 
report is a new RPG/Adven- a” and should be available for 
ture thang going by the name £29.99. I'm afraid we've noth- 
of Tower of Souls. Though this ing particularly new to tell you 
game does run the risk of being about Evil’s Doom, but at least 
referred to as TOS, it actually you know it’s still on the way! 
looks pretty funky, and comes And last, but not least, is the 
from the Welsh programming imminent Turbo Trax racing thing 
team Parys Technographx. The from Kent-based Arcane (you 
Clwyd-based team of taffs has remember, that Steve Iles bloke 
previously worked on a number with the fly-away hair?) Though 
of Psygnosis titles, but has now we're aware that a couple of 
chosen to develop exclusively for Amiga mags have already printed 
the Black Legend label. TOS reviews of this game, JT isn't 
(chortle, chortle) will be available actually finished, but by the time 
on all Amigas at £29.99, with an. this issue lands on your lap, it 
enhanced A1200 version follow- should be all ready for surgery. 
ing later. More next month. We may not be the first, but at 

Next up is the rather exciting least we'll probably be the only 
title, Chess Through The Ages. Amiga mag to have seen the fin- 
Originally going under the work- ished game! (Ooh, you are awful! 
ing title of Soft Pawn (aha-ha- But | like you. — Dick Emery.) 
ha!), this CD32-only product isa Dream on dreamer. 
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the pregnant chicken girls from the planet 
Iimondrugs 
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omething mysterious is 
coming out of Birming- 
ham — even more myste- 
rious than Frank Skinner's hair- 
do, and Brian Little’s forays into 
the transfer market. For The 
Love Of Money is described by 
its maker Cobra Developments 
as a “perfect balance of arcade 
action and adventure”. You'll 
have to take their word for it, 
because we couldn't contact 
them. But the rather raw-look- 
ing press release outlines a 
game in which a mercenary 
with expertise in combat and 
hacking must battle to control 
the array of planets which once 
formed a powerful galactic 
empire. We do know, then, 
that the plot is cheesier than a 
mouse’s derriere. 

Don’t know too much more 
than that. Oh yeah, it’s CD32 
only. Watch this space. 
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SLOOM 


having a bit of a sno@while no 


The Team 17 and Ocean = 
cool looking 


ECTS ATTRACTS 
RECORD CROWDS 


T 


he games __ industry's Meanwhile the ECTS Awards 
twice-yearly show ECTS showered Bullfrog in gold. It 
pulled in a record num- was pronounced developer of 
ber of visitors to show that gam- ___ the year, it won the Innovation 
ing is about to explode again. award and Magic Carpet won 
Nearly 8,500 people turned best home computer game and 
up to the new show venue of most original title of the year. 
Olympia over three days to see * Team 17 has hitched itself 
some truly spectacular sights. to Ocean to take it into a new 
Most amazing was Virgin's era of games development. 
£250,000 space ship stand Lots of smaller companies 


which was ‘manned’ by “astro- have begun to realise that in 
Cc ba A ‘ss : naut girls” in green wigs. today’s market you need cash — 
Sadly, if somewhat pre-and lots of it — to compete. 


dictably, Amiga games were few Team 17, always creative and 
and far between. Only Team 17, — stubbornly independent to boot, 
Black Legend and Renegade _ is no different. Its deal with 
demonstrated them in any real Ocean means that it will get 
depth. You can’t really blame much-needed funds for develop- 
the developers while Com- ment, while Ocean will get some 


TOP TEN 


(—) modore’s future is so hard to stonking product to sell to the 
(Acid) call. A future. likes of us. 
(1) 
(Renegade) ZAPPO COMPATIBILITY 
(2) ant to know 2 which KEY: 3.0 Boot: No fast memory, Graphics 
(24st Century) CD32 games will work | 3.0 @ Fast Boot: Fast memory, Graphics 3.1 
Ss entu @ * Joystick in port 1 @ # Disconnect 
"y : on your Zappo A1200 Mouse @ ~ Load Workbench first 
(4) CD drive? More next month. 
Morph Millennium Okay 
(EA) Myth System 3 N/C 
Naughty Ones Kompart Okay 
(—) Nick Faldo’s Golf Grandslam kay 
2 Nigel Mansell Gremlin N/C 
(Acid) Out to Lunch Mindscape N/C 
3 Overkill/Lunar C Mindscape Okay 
( ) PGA Euro Tour Ocean N/C 
EA Pinball Fantasies 21st Century Okay 
eee ae pote dee ( ) Pirates! Gold MicroProse N/C 
Pip Fea SS Bete SE. i Premiere Core Design N/C 
on (—) Prey: an Alien Encounter Almathera Okay* 
Project X/F17 Challenge T eam 17 3.0 Boot 
(Team 1 7) Quak/Alien Breed Team 17 Okay 
(9) Rise of the Robots Mirage Okay 
Roadkill Acid Okay 
Ryder Cup Golf Ocean Okay 
(Daze) Sabre Team Krisalis Fast Boot 
CF) Seek & Destroy Mindscape Okay* 
Sensible Soccer Renegade Not Compatible 
—_ Sensible Soccer Int. Renegade Okay 
(Virgin) Seven Gates of Jambala Grandslam Okay 
(7) Simon the Sorcerer Adventuresoft Okay 


Skeleton Krew Core Design Not Compatible 
Sleepwalker Ocean Corrrupt intro 


(Acclaim) Soccer Kid Krisalis Not Compatible 
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—— > UNIQUE TRAINING MODE WITH SPECIALLY ARMED PUPPET-— 


17 CHARACTERS TO FIGHT. THE MACABRE PUPPAZ. 
EXTRA 8 FIGHTERS AVAILABLE IN EARLY ‘95 WHICH 3 
MEANS AVAILABLE ON: 


 ...MORE FIGHTERS THAN ANY OTHER AMIGA BEAT ‘EM UP. AmicA 500/600 OUT NOW, 
eo AT LEAST 25 DIFFERENT MOVES PER FIGHTER. 


GP BLOOD OPTION DURING MATCH FOR ULTRA VIOLENCE, 1200 AND CD32 COMING SOON. 


1994 GREMLIN INTERACTIVE LIMITED. ALL RIGHTS RESERVED. GREMLIN INTERACTIVE LimiTed, Carver House, 2-4 Carver Street, SHEFFIELO S1 4FS, ENGLAND. Tet: (0114) 275 3423. 
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| | 
| My girlf says that every time I disagree with her, a fairy dies. What a wo 

g great thought, eh readers, and one which I have kept close about my son ts . 
4 person when replying to your points, pants and persiflage. As promised, (oat 


| SAD OLD LADY 
Dear The One, 
Yes, I'm afraid this is another let- 
ter from an old codger who 
thinks that just because she is old 
and decrepit and ought to be 
knitting shapeless woollen things 
for her grandchildren instead of 
playing games on an Amiga, 
someone might take pity on her 
and tet her get some well needed 
c: SSR beauty sleep. 
| With my Amiga, which | 
$907 bought off my youngest son at 
Bee ie twice the going price, and on 
See §=6which | only wanted to play 
. 5 = Scrabble against the computer, to 
Bs ae pass the lonely hours, (are you 
ra feeling sympathetic yet) | got a 
load of games which | am not the 
least bit interested in, apart from 
one — Supaplex — which is 
absolutely brilliant! | don’t know 
if you've ever heard of it, but let 
me tell you that it is totally 
absorbing. It’s a game of skill, 
strategy, cunning, frustration, 
elation and | haven't been able 
to put it down since | got it. 
Anyway, | am stuck on level 
| 55 out of 111, which is a place 
‘ay of total inaccessibility and the 
last bit is designed by a 
sadist. My problem is, 


where do | go for sot a 
help? | tried writing to ef 
Crystal Games in Den- 

mark, but all they sent ( 
me was a disk list of all 4 


their current games, and 
Supaplex wasn’t even on it! 
To get so far and not be able to 
get any further is extremely 
aggravating. | have been beaver- 
ing away for over a year now, 
and | can’t seem to put it away 
and forget about it. 

I’ve tried asking my sons for 
help, but they can’t do half the 
levels | can. So if you did man- 
age to stay awake ‘til this 
point — can you help? Any 


* ie See 


Lee 


wy" that some similarly sad 


A he 


geniuses (genii?) on the staff? Am 
| doomed to die, never knowing 
what the next 50 levels are like? 
If you can’t , please send flow- 
ers to Graylingwell Mental Hospi- 
tal, Chichester. 
A Copeland (Mrs). 
Bognor Regis 


Chin-up now Copers, now is not 
the time to pull stumps and 
traipse back to the final pavilion 
all dejected and weepy, just 
because life bowled you one 
awkward googly. Stiff upper-lip, 
old girl. The fact is that only Andy 
has even heard of Supaplex, so 
old and smelly and encrusted 
with verdigris is your fave game. 
Short of suggesting that you ‘get 
with it, baby’ and try some of the 
delicious titles currently available 
in the wonderful world of Amiga 
gaming, | can offer your 
wrinkled brow scant 
comfort for your declin- 

ing years. It’s possible 


and senile old sod will 

‘read this letter and take 

j pity on you, but / doubt 

it. But, if you agree to 

5 knit me a nice fisher- 

man’‘s jumper in bat- 

tle-ship grey alpaca (I’m 

a 44), then we will send 

you some brilliant games 

guaranteed to cure you of your 

pathetic addiction. You do write 
a nice letter though; have 

you ever considered a 
career in the Church? 


OWAZEEE! 
Dear The One, 
| have been a reader of i 
your fine magazine since its 
inception and have been a very 
content Commodore/Amiga 
owner for a lot longer. However, | 
am now starting to worry. My 
concern is due to the following:- 


a for 


a.) The advent of more 
powerful PCs with the 
capability to run games like 
Doom 2 and Wing Comman- 
der 3. 

b.) The new 64-bit con- 

soles coming onto 

the market, 
the Saturn and 


‘ sf cA 
Playstation Ce 
(which | have vo 


seen running and | 
look very impres- Rs 


3 ‘ 5 
Se a fr a 
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move in introducing thea A1200 
and the CD32 last year before the 
other manufacturers launched 
their machines. However in the 
process managed to annoy most 
of its loyal customers by market- 
ing the now redundant A600 first, 
which most of them (including 
myself) promptly went = and 
bought. This did no end of harm 
to Commodore's reputation. 

The actual machines are, after 
such a short time, starting to look 
out of date, and just imagine how 
they will look in two years’ time! 

Mind you, in order for the new 
formats to take off they must be 
competitively priced, and as the 
machines are going to be over 
£400 and the software £50, the 


§ Amiga will have an edge; if there 


any Amigas to buy, that is. 
1 can see a time in the not 
‘too distant future when shops 
will no longer stock any Com- 
ore hardware or software, 
d companies like Bullfrog and 
Team 17 will stop making games 
our wonderful computer. 
Things do not look good for the 
future, and | would be interested 
to hear The One’s and any other 
Amiga owners on the subject. 
Gary Whitaker 
Edenbridge 


like so" 


tise the persuivant pages carry our Questions Extravaganza and as usual, you 
Wats, may witter to us in cyberspace on theone@cix.compulink.co.uk or 

wee via the more traditional media to The One, Letters, Priory 
oe Court, 30-32 Farringdon Lane, London EC1R 3AU. 
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Yes, Gary, it 
does rather look if the appeal 
‘, has been made against the 


» * — Amiga Batsman, and all we 
await is the dreaded fin- 
ger of the Cosmic Umpire 

> ct ae 
@o to be raised in confirma- 


tion that we are, in fact, 
out. Actually, old bean, 
though we are playing on 
something of a sticky wicket, 
things are not quite so dire as 
they look. Firstly, the situation 
vis-a-vis Commodore, though by 
no means rosy, is slightly more 
pink and flushed than it was 
when the receivers were called 
in. Let me tell you, more than one 
sly fox is still sniffing around the 
sickly-smelling corpse of the 
Amiga rabbit, and we should not 
discount the prospect that one of 
them will drag us off and devour 
us. The waiting is an absolute 
bugger, | know. 

Secondly, your letter serves to 
illustrate that there are thou- 
sands of loyal Amiga owners out 
there, providing software houses 
both large and small with a rock- 
solid user base. It’s true that 
some of the bigger titles won't 
be developed specifically for the 
Amiga, but as our cover demo of 
Gloom shows, there is very little 
that can’t be done for the Amiga 
by an innovative and enthusiastic 
team of programmers. Playsta- 
tions and the like are, as you 
point out, fab but pricey. No, | 
have no quarrel with you there. ) 


CURSES 


RUMBLED! , 
Dear The One, aoe" 
After reading your bril- ; 
liant mag | realised that = 
on many occasions —— 
you simply < “> 
waste space ae 

by printing Bac J 


complete gib- 


g 


ae 


—————— 


“d 
? 
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berish. If all this 

crap were removed, 

your mag would only 

be three-quarters of it’s 
“normal size, leaving 
P6 “, room for another 
coverdisk, Say. 


Though your crap is 

quite entertaining, 

| could certainly live 

without it in the knowl- 

edge that another one of 

your brilliant coverdisks was on 

the way, making your mag even 

brillianter! 

Nigel Irwin 

Clogher, N.1. 

PS. For such a brilliant idea | 

think a software prize is in store. 

SWOS would be nice, and if | 

don’t get it, just remember 

there'll be a very angry Irishman 

after you with a gun in one hand 

and an axe in the other. Watch 
your backs. | am serious. 


Substitute the phrase ‘fill-up’ for 
‘waste’ and | won't quibble with 
you, Nigel. You want to try keep- 
ing your end up matey when the 
fast bowler’s got the Amiga XI‘s 
number 11 in his sights, and you 
still need 50 to avoid the follow- 
on. What does your soft, lilting, 
creamy, stout-swilling, twinkle-in- 
the-eye, charming, ‘top of the 
mornin’, oh-so-bloody Irish blar- 
ney get you then, eh? Not SWOS 
at any rate. To be sure. 


WATERLOO SUNSET 
Dear The One, 

About seven months ago | 
bought the superb MicroProse 
wargame Fields of Glory and have 
enjoyed playing it immensely. 

However, | paid almost £36 for 
it then, and now the game has 
been released on the new ‘Power 
Plus’ range for only £17! Almost 
£20 less than it was selling for a 
couple of months ago. 

While | understand that games 
will inevitably be re-released as 
budget titles eventually, | would 
have thought that MicroProse 
would have at least had the 
decency to wait a while longer, 
say until the game was a year old 
or so, before reducing the price. 

|, and no doubt everybody else 
who bought this game, feel a lit- 
tle cheated, knowing that if they 
had waited a couple of months 
more, then they could have got 
Fields of Glory at less than half 
the price. In future I'll be very 
dubious about buying full-price 
products. 

David O’Connor 
Dinnington 


| don’t blame you for questioning 
the umpire’s decision on this one, 
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THE SPINDLY KILLER FISH 


Ce ee 


yh persia cheat to 


fio is ego he 
: 0. 


PPS. If you do not print my letter 


can you at least mention my 
~ name as I have never had it ina 
_ computer mag. 


Iwas looking through ‘ 


Ben Skerret 
Leeds 
Pity poor Ben, because Ben is 


blind. Thick Master Ben Skerret, 
_ the Pirate’s mate, the semi-liter- 
ate smeg-head, who sails onto 
these pages waving the Jolly 


er, like a lad with no brain. 
» case you hadn't already 
guessed, Ben has been 
play ing a pirated ver- 

nn We 
aorvarded his 


ubt handing it 

. F.A.S.T 

jat’s the Federa- 

on against Software 

- shortly. | only 

hope for your sake, Ben, that 
u Pea as idiotic as your letter 
cates and that when they 


nti- __ finally come for you in the dead 


of the night, you will be able to 


: - convince the rozzers that you 


P PS. You can use my version of 


A eS nl Or et 


as an EXCLUSIVE © 


he it must be said that in the 
case of FOG, it could be said that 
‘bad light stopped play’, and that 
if the game had been better 
received by the press, (most of 
whom in our opinion panned the 
game excessively), then doubtless 
MicroProse would have shifted 
more boxes and felt less inclined 
to go all budgety with it so soon. 
On your more general point, 
though, life’s a bitch, ‘int she? 


SEAGOON 

Dear The One, 

Congratulations on another great 
issue of your magazine. | was par- 
ticularly heartened to read your 
review of Akira. You see, when | 
first receive my copy of The One, | 
glance at the reviews section to 
see if there are any football 
games in it (what happened to 


Planet Footbal/?) and read them, | 
then | check to see if there are any 


truly crap games and rea 
them. Later | sit down 
the bog and give the 


e 


mag a proper good ate 
reading. Six percent is we an 
a fantastic mark to v 


award, and | will take 

uncle Andy’s advice and ‘ 
steer well clear of it. Can & 
| also say that the editor 


for F1 Grand Prix (available in PD) 


were of unsound mind when 
_ you lifted the pirated SWOS 
from the naughty bulletin ia 
- board. You sir, are a r, 
_ thieving arse. 


is bloody excellent, Zoo! is 
bloody crap and | 
think that com- 
puter journos 


yet 
were bribed wana 
by Gremlin to 
give it 91 per- 


cent and that | can’t find the 
towel on your Flight of the Ama- 
zon Queen jobby. Thankyou. 
Ned Potter 
Great Dunmow 
PS. Can | also say that Will is sad, 
Catherine H. is mad, and | don’t 
feel the need to tell the world that 
| am 14 like a certain Rob Smith. 
Although | just did. Inadvertently 
you understand. Shut up Ned. 
Stuff. 


Well, Neddy, you've obviously 
been geeing in the nets a good 

deal lately, as your 
_ Sweeping generalisations 
4. are a joy to behold. 


.. Akira was definitely a 
wide, but though Zool 
,o is generally considered 


have been a pretty 

good delivery, there 

are those who will always 

find the bouncer unplayable. 

May | suggest you practice your 

hook shot? The towel in our 

FOTAQ demo is located in the 
chest, as any fool knows. 


D.1.V.0O.R.C.E. 

Dear The One, 

There’s no need for me to grovel 
as everyone knows that the sun 
shines out of your back page. 
Anyway, I'd just like to thank any- 
body and everybody involved in 
Sensi, Settlers, Cannon Fodder, 
John Madden and K240. Why? | 
hear you cry. Easy, for the final 
and utter collapse of an other- 
wise disastrous marriage. After 
five glorious years of arguing, 
bitching and name calling, | am 
now free to do whatever | want, 
namely play superb games on my 
Amiga, get very drunk and meet 
nice church-going young ladies, 
(well maybe not). 

As for saying Jo should grow 
her hair, leave her alone! You 
should be thankful a goddess of 
such beauty lets you in the same 
building let alone work for her. 
Anybody’s mother would be 
happy to see her son with Jo on 
his arm, so lay off! 

A Coward 
Torquay 


In replying, Mister Saddest Per- 
son Ever to Write In, | am indeed 
fortunate to have 
~ the object of 
wo" your desire sort 
of perched near my 
left shoulder, at mid-wicket 
egging me on. ‘Go on, kill him’ 
she says in her sugar sweet way, 
‘rip him to pieces’. | want him 
dead. Aha-ha-ha... 

She can be quite frightening 
you know, readers. Actually I’m 
going to have to slag you off a 
bit more, because Jo is still here 
and she says | must. So, er, look 
Arse, keep your pathetic adoles- 
cent fantasies to yourself in 
future. Right. (Will that do, love? 
She nods. Phew!) 


BIG END? 
Dear The One, 
In September last year you did a 
preview of a rather splendid look- 
ing game going by the name of 
The Big End, to be released by 
Supervision and programmed by 
The Hidden. WHERE IS IT?? 

Release date Oct 1994. Not! 

Please don’t say that it isn’t 
coming out because | am getting 
very bored with the only good F1 
game on the amiga (MicroProse 
GP). If it is still going to be 
released how about sweet-talking 
The Hidden into doing a coverdisk 
(a nice tie-in with the beginning 
of the new grand prix season, like 
you do with all those crappy foot- 
ball games). And how’s this for 
an idea; a_ football-free 
month? 

Back to coverdisks — why 


no PD on them? | have just 
bought (Snip! ‘A competitor’ 

— Andy.), and although 
the content of the mag 
was just glorified toilet 
paper, the cover disks | 


- 


were brilliant with ——— 
some great - 
multi-player wo 
(tts werent 
games. Come i 


on The One, 
how about 
some PD for us eh? The next day @ 
(Er, another competitor — Andy.) @ 
had four disks on the cover with 
five or six PD games (and the con- 
tent of that particular mag was 
more like that of a used bog roll!) ® 
Please give us some PD — | can’t @ 
go on spending an extra £8 ag 
month on bog roll forever and | 
can't keep filling out cheques to 
17-Bit as my wife is hiding the ® 
cheque book. The rest of your @ 
mag is perfect. I'll go away now. @ 
Mark Ambrose @ 
Bournemouth 2 


Mark, look, when you've been in © 
the field all day, and you're feel- ® 
ing tired and depressed because @ 
the bowlers simply don’t seem to @ 
be able to break through, take a * 
tip from an old pro. Have a nice 
glass of Quosh, okey-dokey? In 
answer to your query, yes Leon, 
the questions are written down @ 
for me. It’s a test. I'll tell youe 
about my mother. The Big End 
fell foul of the John Waddington 
liquidation, but the game has 
been picked over by a few inter- @ 
ested parties, though obviously @ 
we can't tell you who they are. 
So don’t give up hope. We do put e 
the odd bit of PD on our disks — 
see this month’s Platman — but ° 
usually we have such fantastically * 
fat demos that there isn’t any @ 
room for anything else. 


WATERLOO SUNSET © 
Dear The One, 
I'd like to say “Pants” and “Arse” ; 
to all the scummy A1200 owners @ 
out there, when I’m stuck witha @ 
rather less great A600 cos I’m get- % 
ting one of those A1(M)s as soon 
they hit the shelves. Hah! © 
Sam Mullins ®@ 


Wooler @ 

PS. Don’t you think X-Fighter is @ 
rather crap? e 
® 


Hmm... it’s time you learned to 
play with a straight bat Pt. 
Samuel. Confuse ye not f 
the slight arseness of 
the graphics with the 
downy and _ peachy- 
cheeked roundedness 
of the game- 
play. 
Owzat! 


“ 
ar 


cr 


Dear The One, 
| think your mag is the best 
mag you can get for four quid. 
It beats the socks off all the 
other Amiga mags. It’s got the 
best demos, reviews, tips, let- 
ters, and editor (steady now! — 
Matt.) Anyway, I’ve got some 
questions to ask. 

1) Where can | get a copy of 
Escape From Colditz, or Alca- 
traz, and how much are they? 
2) I've recently bought 
Dreamweb (for the A1200) and 
can't get very far. Anyone out 
there with some tips, or a solu- 
tion maybe? Could you ask 
Matt The Medic for me? 

3) Is there going to be a sequel 
to Syndicate or another mis- 
sions disk like American Revolt? 
4) Is the brilliant PC game, Day 
of the Tentacle, coming out on 
the Amiga? If so, when? 
Robert Smith, 
South Wirral. 


Thanks for all the loverly things 
you said about the mag. I’m 
inclined to agree with you (not 
to mention paid to agree with 
you!) Anyway... 
1) | can’t suggest one particular 
place to buy your copy of these 
games from, but would imag- 
ine you ‘ll have more luck look- 
ing round small, local shops, 
rather than huge megastores. 
Er... good luck. 
2) We did actually print a solu- 
tion to Dreamweb in the March 
issue, but you can always write 
into my ‘Games Surgery’ if you 
have a particular problem (this 
is Matt speaking, incidentally. 
Harry and Andy don't have a 
surgery or anything!). 
3) I'm afraid we won't be see- 
ing anything Syndicate-like on 
the Amiga again, other than 
the CD32 version 
” which will have 


al some new music. 
woe . 
~~ Look out for this 
some time in May. 
4) Er... no. Shame that. 


Dear The One, 
| am a budding Amiga user and 
wondered if there were any 


Oo0O0 
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e-mail gadgets for the Amiga, and 

how | can get them. Oh, and by 
the way, | love your mag. 

Philip Weston, 

Bromsgrove. 


To get on ‘The Net’ all you need 
to get started is a decent modem, 
and enough money to finance all 
of the phone bills you're likely to 
then build up. We use a US 
Robotics 14,400 Sportster Fax 
Modem, but there are hundreds 
to choose from. To be honest, this 
isn't a subject we've ever really 
covered in any depth, and you'll 
be much better advised if you get 
hold of a copy of CU Amiga. This 
is about the best ‘techy’ Amiga 
mag available, and might be right 
up your valley. As may be its edi- 
tor, Alan Dykes (he rides bikes). 


Dear The One, 
| have compiled a set of tedious 
and taxing questions for all of you 
at The One. They start easy, but 
then get harder, so watch out! 
1) When is Super SkidMarks com- 
ing out, and will it be on the 
A1200? 
2) Does ‘Git Of The Month’ get a 
software prize, or is the title ‘Git 
Of The Month’ a good enough 
prize? 
3) If Cu Amiga and The One live in 
the same house, are they getting 
married or are they just best 
friends? 
4) How the hell do you expect 
people to enter the Zeewo/f com- 
petition if you don’t give an 
address? 
5) What on earth is a hexadecimal 
dump function? 

David Wright, 

Crawley. 


1) It’s already out, and yes, it is on 
the A1200. 

2) Up until now we've not award- 
ed the Git a prize, simply because 
we've hated him/her. Thanks for 
your idea; as of now, yes, the title 
is enough of a prize. Well done — 
nice idea! 

3) We hadn't planned to live 
together, but couldn't afford the 
rent on our own, so chipped in to 
buy a place. We did have a brief 


fling with CU, but don’t fancy 
them anymore. They've let them- 
selves go, and just don’t seem to 
make the effort when we see 
them now. 
4) We don’t often get readers stu- 
pid enough to either a) realise 
that we've only got one address 
and (considering month after 
month, year after year, the com- 
petitions are always sent to the 
same address) always will. Or b) 
would realise that you've only got 
to get the editorial address from 
the magazine details box to get 
our address. Meriden aa 
Mr. Thick. Prat. ie 
5) It’s to do with going to the tot 
let a Jot. Shige. sa Pion Sila 
Dear The One}: «55. ae 
Wow! The A1(M) sounds ‘1 flip- 
pin’ n't 0 \ - 
questions for you:- 
1) How much will the Atco 
2)Whenisitcoming out? 
3) I've got a CD32 and an A1200. 
Will it run all of my games? te 
Also:- a S ee zs 
In the November issue of Th ‘ka 
One you told Steven Browne that a 
Simon The Sorceror 2 was coming — q 
out at the ‘end of January’. The 
month is now March, and when | 
most people read this it'll be last 
April/early May. Where is Simon 
The Sorceror 2? Will it ever come 
out? 
When will the following games 
come out:- 
1) World Cup Golf for the CD32? 
2) Sensible Golf? 
3) FOTAQ? 
4) Mega Race (CD32)? 
5) Dungeon Master 2? 
Matthew Sharples, 
Lewes. 


You sir, are an arse! If it’s any 
consolation, you’re not the only 
bum out there, as we’ve had an 
overwhelming number of them 
write and phone in about the 
A1(M), all of whom missed what 
we thought was a pretty obvious 
and feeble April fool. Yes! | know, 
incredible isn't it? The crazy thing 
was, not only did Jo bosh it 
together in an afternoon using an 
A1200, a CD32 and a PC CD-ROM, 


but she even included the words 
‘APRIL FOOL’ on the keyboard. 
Still, it’s nice to know that there 
are still incredibly thick and 
gullible people out there! 

As for Simon The Sorceror 2, 
the nice people in charge tell me 
that the CD32 version is due out 
in late June, with the Amiga ver- 
sion “following shortly”. Hmm. 
And as for your list... 1) Soon. 2) 
Soon. 3) Soon. 4) Er... Soon. Prob- 
ably. 5) Before the summer with 
any luck! 


Dear The One, 

! own an A500 and think your 

mag is the best. Please could you 

answer these questions for me? 

1) Is Aladdin coming out on the 

A500? If so, when and how much 

will it cost? 

2) | bought Jurassic Park a while 

ago and can’t seem to work out 

where Lex is hiding and how to 

get out of the T-Rex paddock. Can 

you help? 

3) Is Alfred Chicken out on the 

A500? If so, is it any good and 

where can | get it? 

4) Have you got any tips for 72? 
Tim Watson, 

Helmdon. 


1) Sorry matey, Aladdin is only 
available on the A1200 and the 
chances of it ever getting 
squeezed down into the A500 are 
slimmer than Slim Jim McSlim, 
the thin, er... thing. 

2) This is more a subject for the 
‘Games Surgery’, but try looking 
in the underground sewer bit. 
You'll need to push the raft along 
with you. 

3) Alfred Chicken has been out 
for the A500 since October of last 
year. It scored 86 percent and 
remains an excellent and fun 
platformer. Very console-y and 
very cute. Just try looking around 
any decent game shop, or contact 
Mindscape on 01444 246333. 

4) Yep. Pause the game and press 
F1 then F2. Now press fire, and 
then Esc to skip levels. 


Dear The One, 

I'd just like to say what a brilliant 
magazine I've been buying for the 
last two years or so — The One 
(Phew! That was close — Haz.). 
Could you please answer the fol- 
lowing questions which have 
been bugging me for quite a 
while now. 

1) I've read in a couple of mags 
that there is a Championship 
Manager 2 to be released in 
March. Is this right, and could you 
tell me when and what price it 
would be if released? 


2) Do you know of any cheats/tips 

for Detroit? 

3) Can | run my Amiga A1200 

through an Amstrad CTM moni- 

tor? | had my monitor working on 

my old A500, but can’t seem to 

work it now. 

4) Is Striker 2 coming out on the 

Amiga? 

5) What has happened to Kevin 

Keegan's Player Manager? 

6) Is the Amiga 1800 still coming 

out, or has the idea been shelved? 
Peter Goldman, 

Nottingham. 


I'd just like to say that I’ve been 
writing on The One for about two 
years now. That'll explain the 
steep increase in quality, then 
(Big-headed git, Matt — Andy.). 
Or it could just be a happy coinci- 
dence. Anyway... 1) Lovely Anna 
at Domark informs me_ that 
Champ’ Manager 2 will be 
released around September time, 
and is currently pencilled in at 
£29.99. We'll start previewing the 
game around August time. Keep 
‘em peeled! 2) Go west until you 
hit Ohio, then turn right at Tole- 
do, then keep going until you 
reach Lake Erie. 3) As far as I’m 
aware (i.e. I’ve just asked Andy 
Leaning from sister magazine, 
Which Halibut?) there should be 
no difference, as the A1200 out- 
put is exactly the same as if it had 
been through an A500 modula- 
tor. Tsch! Go figure that. 4) | was 
only able to get hold of a guy 
involved in the PC version at Rage 
Software, but as far as he is 
aware, there are no plans to pro- 
duce an Amigery one. Never mind 
— fingers crossed, eh? 5) Dunno. 
Good question. 6) What with the 
state of Commodore at the 
moment, pretty much everything 
vaguely Amiga related has not 
only been shelved, but put in the 
cupboard under the stairs and 
bricked up. Aha-ha-ha! 


Dear Entity that is The One, 
This is my first letter to you at The 
One. | understand that if my letter 
is to be printed, there is an 
unwritten rule that says | must 
write the word ‘PANTS’ a fair bit. 
Therefore, | will. 

| subscribe to this wonderful 
magazine and always read it from 
cover to cover. Right, that was the 
grovelling bit out of the way. 
PANTS. A couple of things then: 
My main point for writing is 
about all this ‘turning your CD32 
into an A1200’ business. What is 
the deal with that? My brother 
has just bought a CD32 and is 
now getting the SX-1, keyboard, 
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etc. Will this mean that he can 
play all my A1200 or not? Differ- 
ent people | ask say different 
things. Gits. Oh yeah, PANTS. 

So what | thought | would do 
was to ask my chums at The One 
for advice. There is obviously the 
same query with buying the CD- 
drive for the A1200. Can | then 
play his CD32 games? “Some”, | 
am told by Mr Shopkeeper. What 
does he know? PANTS? 

My other point was about that 
Eliza interview-type thing with 
Nick Clarkson in the Feb issue. This 
was excellent. Is the E/iza program 
a PD thang, or the fruition of 
years of effectively pointless 
research? Or both? PANTS. 

lf it's PD, why not stick in on 
one of the coverdisks? I'd love to 
amuse my friends with hours of 
pseudo-Freudian psycho-babble. 

Anyway, PANTS. 

That's all until next time you 
loverly people. 

PANTS. 

PANTS 

Hugh Janus, 
Southend-on-Scum 


It’s a shame you chose to close 
with an ‘amusing’ name, because 
up until then | thought you were 
being quite funny with your 
‘PANTS’ theme. Still, never mind 
eh? With regards to your SX-1 
query, we've had pretty good 
results from the thing, and 
though | wouldn't go as far as to 
say it makes you CD32 exactly like 
an A1200, it’s as close as you're 
gonna get! The results are much 
the same with the ‘A1200 with 
CD-drive’ scenario. 

Eliza is actually a little piece of 
Macintosh software that was sup- 
plied to me by a mate (and might 
| take this opportunity to thank 
Big Si Kinder — a guitar legend in 
his own bedroom — for supplying 
me with two easy pages a 
month.) It first appeared as a Next 
Month item way back in October, 
but the response to it was so 
overwhelming that | just had to 
find a way to resurrect it. It also 
provided a way of replacing the 
rather boring ‘One on One’s we 
used to do! As it happens, Eliza 
has been written for virtually 
every computer ever, but God 
knows where youd get the Amiga 
one from. PD houses, perchance? 


Dear The One, 

I’ve got an A600, and I'm thinking 
about upgrading it. | think it’s a 
good idea because games are 
starting to require 2Mb. Please 
could you answer my questions. 
1) Is there such an upgrade to add 


1Mb to my A600? 
2) Please could you give me 
details or a phone number 
about the expansion? 
3) If | have the upgrade, will my 
A600 be as powerful as an 
A1200? 
4) Do you think it is worth 
upgrading? 
5) Are AGA machines just anoth- 
er term for an A1200? 
S. Bhullar 
Gravesend 


1) Yes 

2) Yes. Gordon Harwood's does 
one for £39.95, with a battery 
backed-up clock so your Amiga 
will always know the time. Con- 
tact Harwood’s on 01773 
836781. 

3) No, it won't. The A1200 does 
have 2Mb of memory, but it 
also has a lot of other things 
too — including a faster proces- 
sor chip. Which leads me to the 
answer to the next question... 
4) No, it probably isn’t worth it. 
Many games require 2Mb to 
run, but they also need the 
extra power of the A1200 — 
which you can’t get unless you 
sell your A600 and buy one. 
Extra memory is useful for some 
applications, but not for games. 
To be honest, you would proba- 
bly be better putting your 40 
quid towards a hard drive, or an 
extra floppy drive. Both of 
those can be useful for some 
types of games. 

5) Yes. The term AGA covers 
both the A4000 and the A1200. 


Dear The One, 
Please could you answer a few 
questions for me. 
1) When will Syndicate 2 come 
out? 
2) Will it come out for the 
CD32? 
3) What differences are there 
compared to Syndicate? 
4) Finally, could you tell me any 
other existing info Syndicate 2? 
Please print this letter, as I'm 
desperate to know the answers. 
Kee-on hi, 
Somewhere 


1) Sadly, Syndicate 2 will never 
see the light of day on the 
Amiga. 

2) Nope, nor on the CD32. 

3) Look, I’ve already told you. 
Syndicate 2 isn’t coming out. 

4) Aaaaghh! Go away! Look, 
isn't it enough that the damn 
thing’s been shelved, without 
you rubbing it in? Read my lips: 
Syndicate 2 is _ n.o.t. 
c.0.m.i.n.g. 0.u.t. 
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“This is the best game 
I’ve ever seen” 97% 


COMPUTER GAME REVIEW 


1999. You are in control of XCom; charged by 
the world’s leaders to strike at the alien menace 


that’s terrorising the Earth. 


At first, you’ll scan, track and shoot 
down the slower UFOs, but that will just be the 
beginning. Whenever a UFO crashes, or lands, 
you must be there; leading a squad of armed 
soldiers from building to building, from street to 
street, using all your tactical skills to 
capture or destroy the aliens. 


If you succeed in your first missions, your 
scientists and engineers will copy the 
alien technology to create more 
powerful weapons and craft for your 
forces to use. Gradually, you'll build up a 
terrifying picture of this Unknown Enemy, 
and their real aims and desires, then you'll 
have to work out a strategy to stop them. 


One thing is certain - it won’t be easy! 
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‘The Amiga is Doom-ed! The x a 7 
\ first of two Doomular clones > Vim 
this month, Gloom hails from —= ~~ = _— 


Black Magic, part of the tansy\. 
New Zealand-based group 
responsible for Skidmarks 2 
Andy Nuttall thinks)that it’s ithe 
best thing ever, but if it can get 

_ this, good, could the real thing be 
just around the corner? 
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he Amiga world’s going 
Doom-crazy! Since the 
stonkingly violent 3D 


shoot-’em-ups Wolfenstein and 
Doom hit the PC, the race has 
been on to produce something 
similar on the good old A1200. 
Many said it can’t be done — and 
even the most stalwart Com- 
modore hearts sank with the 
release of the uncommonly smelly 
Death Mask. But there are those 
that stuck with it; and we’re at 
last reaping the rewards. 

After Alien Breed 3D, which we 
previewed last month, the first — 
and most exciting — is the rather 
obviously-titled Gloom, from 
Black Magic. BM’s top man, Mark 
Sibly, has been responsible for 
some of the most innovative 
Amiga games in the last couple of 
years; most notably Guardian — 
not to mention the amazing 
ground-breaking programming 
language Blitz Basic. 

“The name sort of started out 
as a joke,” he admits, “just some- 
thing to call the project while we 
were working on it. By the time 
we had to settle on a ‘real’ name, 
we threw around some pretty 
weird ones, like Gorefest ‘95, and 
Bloodbath, but wound up stick- 
ing with Gloom. Probably 
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because we were all used to it.” 
Joining him for the interview 
are the other Black Magicians, 
Hans and Kurt Butler, who are 
responsible for Gloom's graphics, 
and Kev Stannard, who has previ- 
ously worked on the game Lunar- 
C released alongside Mark's 
Overkill on the CD32. The quartet 
met while working on a game in 
Oz, as Mark describes: 
“The whole episode 4] 
was a bit of a drama, 
to be honest. We'd 
gone over there fo , 
work for this rich guy 
who wanted to get, ¢. 
into the games pub- 
lishing biz, but things “a 
turned pretty ugly at & 
the end. We actually fin- | 
ished the game, but \\¥ 
nothing ever came of it.” \ 4 
Kurt and Hans\ have\also — 


contributed graphics to'some ~~~ 


of Acid software’s‘stuff Guardian 


and SkidMarks 2, but apart ftom. 


the Oz one, this has ~~ their 
first complete game. 


MOUNT DOOM 


Obviously inspired by Doom, the 
Black Magic team got together 
again because they believed a 
good Amiga conversion was pos- 


. 


MY, ER, PANCREAS 


G loom comes complete with two play-modes, Messy and 


Meaty, which you can toggle depending on the speed of your 
machine. Messy is fairly horrific, throwing arms and limbs 
about Mr Creosote-style as you blow your enemies to 
Kingdom Come. Meaty, by contrast, also throws arms 

and limbs about willy-nilly, but — and get this — they 
remain where they land on the floor for the rest of the 
game! Here's a typical example. In a) there’s a 

soldier, gunning for some action; but in b) 

.* after you've led him around for a while, 

pumping him full of gun-toting action, he'll 


explode, slopping his innards around the 
room. They'll remain (no pun intended) 
there for the rest of the level — including 
the blood spatters on your screen. 


IN PROGRESS 


sible. It didn’t take them long, 
though, to begin adding their 
own touches to the look of the 
game, which would be easy just 
to copy directly. 

“We've tried to give it a whole 
different look from Doom,” says 
Mark. “Kurt and Hans have con- 
sciously tried to avoid the Doom 
look, which all the other Amiga 
clones seem intent on capturing.” 

“Yeah. At the start of the pro- 
ject it was very Doom-orientated, 
because all we.had to go on was 
Doom's™look and feel,” agrees 
Kurt\ "But \as we went 

along we\ wanted to 
™~ _ break away from 
~\ _Doam' s grey monot- 
so at that 


ms if 


Because Mark Sibly’s the author 
of the programming language 


Blitz Basic, you might not be 
surprised to learn that Blitz 
was used in Gloom. “The 


scigusly ee map editor and heaps 


y of little utility pro- j , 
: were forming the grams were done 
_/ game we were bring- in Blitz, but 
ing An our originality, there's no actual 
with the onl similarit bein Blitz code in 
y y J the game yf 
_ the first person perspective.” itself,” he 


“Also, the game is divided up says. 
continues, “so instead of, 
the ‘mix-and-match’ | 
approach to graphics 
you see in Doom 
clones (and even 
Doom itself, to some 
extent), the graph- 
ics in Gloom actu- 
ally go through 
abrupt changes, which 
alters the mood of 
the game entirely.” 

As you would 
expect, the team have 
kept an eye open for any 


Left: This is an example 
of the ‘chunky’ graphics 
available, which gives you 
the option of full-screen 
windows, as long as you 
don’t mind huge chunky 
characters, and stone-clad 
walls. If you keep away 
from the screen, and squint 
gently at the screen, you 
find that it’s rather good. 
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other Doom clones, both com- 
mercially and on the PD Share- 
ware scene. And, as you would 
also expect, they haven't seen 
anything to seriously worry them 
yet — but because they're 
Amiga fans first and 
foremost they remain 
encouraged that so 


it will blow the 
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ing code was the first bit done... 
if that'd proved too slow, we 
probably would have abandoned 
the whole thing.” 
Apart from the Amiga PD 
game Poom, other Doom 
clones on the PC and 
Amiga have avoided 
any cheeky names, 


many are appearing. S**T out of presumably attempt- 

“We've seen iF ing to avoid copy- 
heaps of other anything in its right problems. Does 
games!” enthuses path this not worry the 


Mark. “When we start- 

ed on the Gloom, there 

were already quite a few 
demos around by people trying 
to ‘do Doom’. The trouble was, 
none of them seemed to involve 
shooting anything which, when it 
comes down to it, is why people 
play Doom. 

“There was only one, called 
‘Fears’ | think, [you think correct- 
ly — it’s previewed on page 22 — 
Harry.] where you could actually 
shoot things. It’s weird; like 
Amiga programmers think Doom 
is all about walking around build- 
ings, twiddling your thumbs, 
going ‘ahhh, that's a nice wall’. In 
in Gloom, the 
monster draw- 


ai tela fact, 


Black Magic... er, box? 

“Well... we just 

thought that people would 

associate the name Gloom with 

Doom," Hans says, “thus tipping 

our hats in Doom’s direction for 
the inspiration it gave us.” 

“Plus, I'm sure id Software [the 
makers of Doom] are far too busy 
on the 3DOSXstationTigercatreal- 
ity conversion to be reading The 
One!” Mark laughs. Cheeky git. 
“I'd like to say a big, cuddly 
‘thanks’ to the authors of the 
original Doom, for coming up 
with such an original, awe- 
somely programmed game, Hi 
which has also returned 
shoot-em-ups' to __ their 
deserved place under the 
spotlight!” he adds, demon- 


ve 


ls Gloom trying to be Doom? “We 
knew we could do a version which 
placed the emphasis on the actual 
game, not the scenery,” explains 
Mark. “So, | guess Gloom’s trying 
to be a close version in that it 
involves wiping out s**tloads of 
monsters, but not in terms of 
walking around complex scenery.” 


GLOOM WITH A VIEW 


Black Magic has been working on 
Gloom for about six months now, 
and the game is only around one 
month away from completion. It 
took Mark a couple of months tin- 
kering around under the bonnet 
before coming up with the game 
engine they're using now. Since 
then, he reckons, it’s been about 
three months of solid work for all 
concerned — but even before 
they started, they didn't 
dream of how well it would 
turn out. 

“From the beginning we 
wanted it to be an action game, 
but there was always this nag- 
ging thought that it'd end up a 
shoot-one-monster-at-a-time kind 
of thing,” Mark admits. “! remem- 
ber sitting down 
with Kurt one 


day, when everything was more 
or less up and running, and stick- 
ing 20-odd monsters in a room... 
and WOW! You'd walk in there, 

Start firing, and the next thing 

you knew there were arms and 

legs and torsos and intestines 
and stuff flying EVERYWHERE! 

So, the result has pretty much 

exceeded my expectations. 
And it’s got nice walls.” 

“| think this project has given 
us a lot of fun and excitement,” 
says Kurt. “Because it was some- 
thing new. We can’t wait for its 
release onto the Amiga market — 
we have contemplated that the 


strating a rather clever . market will respond positively to 
technique known as ‘cov- JG “~ ~ \ it, providing other clones don’t 
ip \} a beat us. Even if there is another 


ering your arse’. “ig . 
~ e’ | a> J Doom out there | think we'll do 
; quite well, because the Amiga 
market is really hungry for this 
style of game.” 

“And it will blow the s**t out 
of anything in its path, of 
course!” adds Hans. 


“The other clones’ graphic sprites don’t 
really stand out from the background 
graphics,” says Kurt. “I think this is due to 
the fact that they used colours too dull 
and similar to the background shades. 

Playability-wise our graphics have 
allowed a quicker reaction time, because 
you can see the enemy sprites at a longer 
distance — mainly because our sprites 
illuminate well from the background.” 


With a game engine as com- 
plex as Gloom’s, many problems 
popped up during the early 
stages. As Mark reveals, texture- 
mapping, the process of ‘paint- 
ing’ the walls, ceilings and floors 
in the game with patterns, 
required three different 
approaches before he got it right. 
“Well, the texture mapping was a 
bit of a headache. As a matter of 
fact, the technique we use now is 
actually pretty slow for drawing 
an ‘empty’ scene, but it allows 
you to draw lots of monsters in 
the scene, with very little slow- 
down. The depth-sorting stuff 
also proved, er, challenging. This 
involves deciding which walls are 
in front and which are behind, 
which sounds pretty simple — 
well it did to me — but is actually 
a major bugger!” 

Finally, there were problems 
with “mathematical accuracy”. 
The maths routines behind 
any 3D game are pretty hor- 
rific, but as soon as you 
begin throwing textures in there 
too you need a brain the size of 
a planet to cope with it all. “Like, 
you'd try to draw a wall with 
straight horizontal lines on it, 
stick it in the game, and the lines 
would come out all zig-zaggy,” 
explains Mark, confounding me 
with his technical know-how. “I 
cleaned this up to a large extent, 
but it’s still noticeable in some 
places. That blows me away 
about Doom... the whole thing is 
done so bloody cleanly! There 
isn't a pixel out of place.” 


GLOOMSBURY SET 


The other problem with complex 
games, apparently, is testing. 
During development the team 
played each version as much as 
possible, to iron out any bugs as 
they appeared. “In an early stage 
of development on the demo,” 
Hans recalls, “something was 
happening on the last level every 
time | was going through a tele- 
port. A bug had surfaced at this 
point of the game — | noticed 
that the speed of the game was 
slowing down every time | 
entered the teleport, to the point 


Because most of the game code’s 
complete, Mark’s currently design- 
ing maps for the game. “I'm try- 
ing to make the mazes 
small, but interest- 
ing,” he says. “I'm 
not really a big fan of 
huge, confusing 
mazes. Instead, I'm 
trying to give 
each maze a bit 
of a ‘twist’...so 
hopefully 
they'll end up 
as small, con- 
fusing mazes.” 
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Right: The two-player game plays 
a mean shoot-’em-up. There’s a 
choice of three types: split-screen 
head-to-head, with two players in 
an arena blasting hell out of each 
other; split-screen team, basically 
with two US Marines against the 
bad guys; and finally a head-to- 
head — link option! Yes, rather 
fantastically, it’s possible to link 
up two Amigas, and play against 
each other [in fact, this option is 
also present on the demo you'll 
find stuck to the cover]. 


that it was ridiculously slow. Me 
and Mark where quite baffled by 
the problem, until | teleported to 
a room and was ambushed 
by an almost infinite 
number of enemy 
sprites! The bug 
had caused more 
enemies to be 
added each time 
you went through 
the teleport. You'd 
get killed, go 

through = again, 

get killed again and 
he so on. But | think it’s 

fixed now.” 

Bugs aside, the boys are 
pleased at how quickly the 
game is coming along right 

now. The present problem is 
exactly when to stop expanding 
the game, and to begin concen- 
trating on final tweaks to the 
play. “Currently, I'm not sure how 
big the game’s going to get,” says 
Mark. “I'm knocking out mazes at 
the rate of at least two a day right 
now, so it depends on when | get 
bored and the mazes begin to 
look the same. That's probably a 
good time to stop. At the 
moment, I'd say there should be 
about 20+ mazes. 

“There's also the problem of 


4 
+ 


my tendency to add 
stuff to the game at 
random intervals,” he grins. 
“I've just spent the last couple of 
days writing a routine to rotate 
and move walls, which adds a 
whole new aspect to the game. 
For example, you can now get 
squashed! So, we can have 
huge gear wheels and things 
spinning around for you to run 


draw the maps.” 

No Amiga owner worth his 
trousers would ever expect a 
Doom game to run as quickly as it 
does on a fast PC. It just won't 
happen. Given this fact, we at The 
One have all been blown away by 
what Black Magic has done using 
an unexpanded A1200. Sadly, it 
won't work at all on anything 
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Circle: lf you prefer speed to looks, there’s an option to 
turn off the texture-mapping on the ceiling and floor. If 
you think that this looks a bit silly, there’s also a kind 
of halfway-house which adds a gradient of colour, but 

not the full textures. Clever. 
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less; but if you have something 
even more meaty, like an A4000, 
then the game runs’ more 
smootherer than you'd ever 
believe possible. 

Mark attempts an explanation: 
“Gloom is done in the infamous 
‘copper chunky’ mode,” he says. 

Nope, sorry. You've got me 

there. Apparently, the game 


ms offers two pixel sizes: 2x2 and 
through — but first I’ve got to 3 


3x3, but to me that might as 
S well be Swahili. Again Mark 
¥ tries to simplify this: “2x2 
mode allows for a window 
as tall as the screen, but only 
about half the width. 3x3 mode 
lets you have a full screen dis- 
play.” Ah, right. This explains the 
different screen sizes available, 
accessed by hitting Escape in- 
game. This brings up a menu, 
enabling you to toggle the tex- 
ture-mapping for the floor and 
ceiling on and off, and do lots of 
other clever things — including 
changing the resolution. 

“I've heard a lot of debate 
about doing stuff this way, but 
for me the decision came down to 
how to do it as fast as possible on 
a standard A1200,” Mark says. “A 
lot of it comes down to personal 
taste... what | consider to be too 
slow, someone else might think is 
just fine. Still, you have to go with 
your instincts.” 

Black Magic’s instinct has pro- 
duced the backbone of a fine 
game, and whetted our collective 
appetite for more. A slight prob- 
lem is that the boys haven't found 
a publisher for Gloom yet — but 
once the softies have played this 
month's stonking coverdisk, it 
won't be long before someone 
snaps it up. Good luck to 
them, and long may Black 
Magic continue. 


A year ago everyone was saying how Doom could never make it onto the Amiga. Now 
you can’t move for clones and 3D engines! Matt Broughton tries to put Death Mask 
behind him and promises not to copy Andy’s Gloom report. 
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M.A.N.Y.K.: 
Frederic Heintz (programmer), 
Mathieu Berthaud (music and 
SFX), Corentin Jaffre, Stephane 
Elbaz, Laurent Sebire (graphics) 
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-‘Je voudrais parle Freder- 
ic’. That’s what my girlf 
said to say (and she was 
in the top five percent ‘O’ level 
results in the world. Or some- 
thing.) so that’s what | bloody- 
well did. And did the person who 
answered the phone have the fog- 
giest about what | was saying? 
No. Non. Ne understande pas. 
See? The things | do for you 
readers. | want to let you know 
about all of these new games 
appearing on your super- 
duper Amiga, and | have to 
travel through Euro-hell with 


a large wild giraffe strapped to 
my back. | won't bore you with 
the exact details behind this trans- 
Chunnelular interview, but if | was 
to tell you that the words 
“hmm...” “um...” and “er...” fea- 
tured ‘quite a lot’, | wouldn't be 
lying. Non. Nein. Nyet. 

So what's Fears then? Well, it’s 
basically yet another of the Doom 
clones that we’re seeing just now, 
and lines up behind Alien Breed 
3D, Death Mask, and Gloom on 
the Commodore conveyor belt of 
death. I’ve been given the number 
of one Frederic Heintz, the pro- 
grammer for Fears, and though | 
put off talking to him for best 
part of a month, there’s no escap- 
ing the inevitable. (That, | think 
you'll find, is why they call it the 
inevitable. — Harry.) 

Our homme dans la belle- 
France, young Frederic, has never 
produced an Amiga game (or any 
full game for that matter) before, 
although he has been computing 
and producing demos for about 
four years. So how did he come to 
be producing a full Amiga game? 


Frederic explains (although je suis 
completement buggered if je can 
understand half of it!) 

“Well, in fact I'm a demo pro- 
grammer, and after a meeting in 
December it was decided to make 
a Doom routine to go with a 
demo I'd been working on. So, | 
went ahead and produced the 
routine, but then decided that | 
wanted to take it one step further 
and turn it into a full game. At 
about the same time | was making 
a shareware game which was 
called Fears, but at the time it was 
more like Wolfenstein [an old ‘pre- 
Doom’ PC game. Much the same, 
only not so bon]. Then | was con- 
tacted by MANYK and they made 
me an offer, so | decided to drop 
the Wolfenstein thing and move 
more towards the Doom routine.” 

As it stands, the game is almost 
complete, with only a few speed 
improvements to be made, and 
some more weapons to be added. 

“Originally we wanted to put in 
four weapons,” explains Frederic, 
“but | thought that it wasn’t 
enough, so we're going to try to 


put some more in. | want to have 
about six or seven in there. We 
also have some work to do to 
speed up the routine, and just add 
a few more things.” 

At the start of the project, Fred- 
eric was sure that a Doom game 
was possible, but wasn’t sure if 
the speed would keep the game 
playable. “Everything is possible, 
but you have to see that it’s going 
to be playable. | think | can do bet- 
ter, but I'm satisfied for now. We 
are running a little bit short of 
time, but I'm sure | can improve 
the speed before we finish.” 


Things can't have gone too badly 
though, and according to Frederic, 
nothing has had to be left out or 
removed from the original plans. 
So why do so many companies 
seem to have such a problem get- 
ting 3D engines to run well on 
Amigas? Frederic ums... 

“| think people have trouble 
with 3D mapping because of the 
video card. Because we haven't 
got chunky mode, we are in pla- 
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Bonjour. Regarde un map dans le 
screen. Er... that’s about it as far 
as French goes, so I'll just shuffle 
off quietly if you don’t mind. Why 
not pass the time enjoying this 
rather splendid self-drawing map. 
Sil-vous-plait. 


nar mode. [Just to let you 
know, ‘Chunky mode’ is 
what the PC runs it’s 
3D stuff with. It’s basi- 
cally a byte-per-pixel 
mode (so each pixel 

has a_ single byte 
defining it) as opposed 

to the Amiga’s eight 
bytes per pixel. As you can 
probably imagine, this means 
that, while the PC only has one 
calculation to make for each 
pixel’s movement, the Amiga has 
eight, and is thus eight times 
slower. Yeah? Comprehende? — 
Matt.] With the Amiga you can 
make good arcade games; shoot- 
‘em-ups and things like that, but 
it's not very good for mapping. 
It's very hard to make everything 
clean on screen with my tech- 
nique, but you must choose 
between the feel and the graphic 
quality.” That’s funny, that’s what 
| always say. 

Frederic is most proud of his 
Doom routine, but is also pleased 
with the amount of enemies he 
has been able to include. 


“Um, er... um, 
well... um, er... yes. 
I think.” Frederic 
Heintz, Fears’ pro- 
grammer. 
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“There are 15 different types of 
monster, and though there will be 
a maximum of three per level, 
there will be more than 30 levels, 
as well as end of level bosses.” 

And what sort of intelligence 
should we expect from the afore- 
mentioned nasties? Let’s just hum 
about it for a while, eh? 

“| know that it’s very important 
for the gameplay, but | haven't 
finished it yet — they just come 
for where you are and try to shoot 
you. I’m going to improve that; 
I've not finished it.” 

Though Fears is meant to be an 
action game, there are Doom-like 
elements of strategy, although 
most of these are based around 
finding correct keys to correct 
doors, and switching, er... switches. 

“| wanted to make a game 
more arcade-like, simply because 

there’s really nothing like 
this on Amiga.” 

And what of the serial 
link option that has 
made Doom such a 
popular networked 
game? Frederic: 

“Yes. You will be able 

to play with two Ami- 

gas and a null modem 

cable. In fact | made a routine 

a long time ago that made this 

possible, but just haven't yet 

implemented it. | think it’s very 

important to have two players 

with a game like this. | think net- 

working is very important with a 
game like Doom or Heretic. 


Frederic has plans for a CD32 ver- 
sion, but as yet, doesn’t really 
know what improvements will be 
made. “There will be a CD32 ver- 
sion, but | don’t really know what 
improvements will be made.” 
(Nice bit of reportage there mate. 
Have you considered a career in 
the Church? — Harry.). 


avoid the atta 
first and then 
you can see, 
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No Doom clone would be 
complete without the obligatory 
switch-on-a-wall, and Fears makes 
sure that’s it’s straight into the 
Gallup ‘door charts’ at number 
one with this little entry. Though 
there will be a number of 
weapons in the final game, this 
small novelty cigarette lighter 
probably won't be making it to 
the end product. 
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“Hello and welcome to my rather 
splendid chain gun. I'm sorry but 
no one’s available to kill you right 
now. Please stand directly in front 
of the multiple barrels and as 
soon as we've finished murdering 
your mate we'll be with you.” 
Gosh, you really did make a mess 
with that tomato sauce didn’t 
you? No more hot dogs for you 
young man. Tsch tsch. 


LORDY! An enormous spikey-yellow-conker-monster-thing, right up me! 
Fortunately, it's managed to position itself right on the end of my dou- 
ble-barrelled shotgun. Let me just see... I'm sure there's a trigger here 


somewhere. Take that! 


“| think | will have all kinds of 
animations and things between 
levels. I'm waiting for the reaction 
from people to see what they 
think about this standard version 
before planning the upgrades.” 

Et apart from a Fears upgrade, 


how would Frederic feel about 
another 3D project for the Amiga? 
“| like 3D, even on the Amiga. If it 
works, | think | will go on with 
Fears 2." Phew crikey, Fears Deux! 
obviously un homme qui trou- 
ve le pain tres enjoyable... 


WORK 
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: two years, and three 
: changes along the 
way, this new game from 
Graftgold has come as something 
of a shock. We've missed it. 
Passed us by, it has; neither Graft- 
gold, nor Renegade gave our 
bloodhound-like nosey-wosies so 
much as a sniffette that it was in 
development, never mind close to 
release, and ViroCop, alias Robot 
Virus Killer (RVK), aka D.A.V.E., is 
here. All of a sudden, like. 

“It's been in development for a 
hell of a long time,” says Andy 
Braybrook, who you should all 
know for such classics as 
Paradroid, Uridium 2 and Fire & 
Ice. “It started off because Jason 
Page [who later wrote the music 
for Ruff ‘n’ Tumble] began writ- 
ing a Tanks-type game on the 
Mega Drive, of all things. But he 
was prototyping it on the Amiga, 
because Sega don’t like you to 
prototype. games on the 
Mega Drive. Even if it’s the 
best game in the world, 
they'll kick it straight out 
— so there was Sega 
America, telling us that it 
wanted an original game, pro- 


ViroCop 
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Graftgold: lain 
Wallington (Programming, game 
design); Andy Braybrook, Steve 
Turner (Backup programming, 
additional graphics); Colin Sea- 
man, Jon Kershaw, Steve Wilkins 
(Graphics) 

May 1993 
May 1995 
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A game's development is usually surrounded by media 
attention from day one, with hype slowly building up through- 
out its gestation. Bolts from the blue are unusual, but Andy 
Nuttall follows one game which has, quite literally, turned up 
like a fried egg... er, on the floor. 
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totyped on the Amiga, 
using all the features of 
the Mega Drive. Which is 
really rather difficult, because 
the Amiga doesn’t have some of 
the features of the Mega Drive!” 
This made developing the game 
quite difficult for Graftgold, and 
by the time the prototype was 
nearing completion the Mega 
Drive market was dying 
down. “Renegade never really 
had a Mega Drive policy any- 
way, so when Jason Page left to 
do his own thing, the game got 
handed over to lain [Wallington],” 
he says. “The tanks were becom- 
ing a bit unmanageable, with 
about 64 frames of this large 
sprite rotating — it was just mas- 


RJ “There are 15 differ- 
mi ent weapons, and 
you're given three 

i at the start. The 

we other 12 you can 
buy on the weapon 
select screen, but to 
=] afford them you 

51 have to pick up 
power balls from 
the previous level. 
Blue ones are worth 
1, Red are worth 5, 
and Green are 
worth 10.” 
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(Circle) The most fun aspect of ViroCop is splatting the 
little soldiers by running them over in your dalek-like 
D.A.V.E. Some of the wildest abandon I've experienced 
since Zzoom, in the old days of the Spectrum — but the 

flame thrower’s even more betterer. 
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sive. Renegade didn’t really 
want a tank game, so we changed 
the main character to this robot, 
and injected a bit of personality.” 
As Andy describes, lain is 
responsible for putting most of 
the game together, although as 
you would expect, there are cer- 
tain Braybrooky nuances in 
evidence: “There are bits of 
my game system in there, 
which is the same one we've 
had since Rainbow [Islands], 
really,” he grins. “Re-use that 
code!” Well, if it works, why not? 
“It’s called AMP, which stands for 
‘Alien Manoeuvre Programs’, and 
it's got a lot fewer curly brackets 
in than ‘C’.” That's a program- 
mer’s gag, meaning that it’s very 


These graphics are all taken from 
the A5/600 version of ViroCop. On 
the A1200 version Graftgold has 
made a number of enhancements, 
as Andy describes. “The A500 ver- 
sion’s in 32 colours, but the 
A1200’s in 64, with another 16 for 
the weapon displays — so there 
are 80 colours on-screen. There 
are also extra sprites in there too; 
like the shell casings coming out 
of the shells, and smoke trails. It’s 
hard disk installable, too.” 
Excellent stuff. 


easy to use. | think. 
“The main character 
[called D.A.V.E., 
% which _ incidentally 
.™ stands for Digitally 
“» Armoured Virus 
-" "9 Exterminator] is kind 
’ of like the one in Mag- 
a natron and Quasatron on 
the Spectrum. Also, the 
gameplay was based a bit on 
Paradroid [one of Braybrook’s ear- 

lier games].” 


DIAL HECK 

Unusually, the D.A.V.E. character 
is split into two halves, top and 
bottom, each moving inde- 
pendently from the 

other. The bottom half 

turns to face the direc- 

tion of movement, ~ 

while the top is con- 

trolled by the cannon, 

which can shoot up to five differ- 
ent weapons. More on that later, 
but the best bit about this seem- 
ingly quirky feature is that two 
players can control the two halves 


“We've added the 
virus counter at the 
top, so that you 
know when you've 
got all the viruses. 
When the counter 
reaches zero, you can 
leave the level; but if 
you reach the exit 
beforehand, going 
back down the level 
to find them is quick, 
because it’s just like 
running down some 
steps.” 


separately. One to fire, one to 
move. “We've only really started 
playing with the two-player 
‘team’ mode in the last couple of 
days,” explains Andy. “It’s been in 
there, but we’ve never sat down 
and played it before — and it 
works. In theory, one player 


WOR 


The laughter doesn’t stop 
there, though — this flaming 
trend continues: “We've tried to 
include lots of little touches, to 
make the game more appealing. 
There's a bit where one of the sol- 
diers tries to jump over a camp 

fire to get away, and he catch- 


could sit down with two joy- 3 ™, es fire himself. And some...” 
sticks, Robotron-style — as y > he hesitates, “toilet areas, 
long as they were both “ag which, if you blow them up, 


strapped down, of course. 
“There haven't been many 
games that used two joysticks. 
The only other one | can think of 
was a really old one called Space 
Dungeon, with controls just like 
Robotron. | remember me and 
Steve [Turner] went up to the 
Planetarium on Baker Street 
one evening, and 
watched some bloke 
play who was bDril- 
liant on it — | think 
he was the mechan- 
ic, or something like 
that. Anyway, we 
thought we'd have a 
go, but neither of us 
could do it on our own — 
and we each had to take a joy- 
stick.” Et voila, unwittingly, the 
seed for ViroCop’s team mode 
was planted all those years ago. 
Each of the game worlds, 
which consist of three levels plus 
an end-of-level meany, are all 
game genres. So you've got the 
sports level, which has got differ- 
ent types of sports on it: the plat- 
form level, with all sorts of plat- 
forms doing different things; and 
then there’s the Gods level, which 
is sort of Cannon Fodder-style, as 
Andy describes: “We've totally 
changed the scale for this one; 
it’s got tiny little soldiers which 
you can either run over and splat, 
or torch with your flame thrower. 
Which is quite nasty. The people 
at Renegade love it, because the 
Gods level is just so devastating.” 


Right; The fourth level on each 
world uses different graphics, 
and features a particularly nasty, 
er, nasty, relevant to the particu- 
lar genre. These ice hockey play- 
ers are particularly hard, despite 
showing up on world 1; as you 
can see from the exploding 
D.A.V.E. in the middle 
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if you blow up one 
of the toilets you 
reveal a bloke try- 
ing to pull his 
pants up. 


reveal a bloke trying to pull his 
pants up. There are all sorts of lit- 
tle details in there.” 

“The shoot-’em-up world is the 
last world, making four different 
ones on the A5/600 version, each 
with different sprites, different 
backgrounds, different sampled 


sounds... everything. But, 
there’s an extra world, 
adventure, on the 


A1200. And then when 
the game ends, you 
get another three lev- 
els as an epilogue.” 
Andy reckons _ that 

ViroCop will take some- 

body nearly three hours 

to play through from start to 

finish, when they know exactly 

what to do — this is one massive 
game. 


ROW BOTTY 


The levels generally involve 
moving from the bottom of a 
hill upwards, towards the back of 
the screen; although there are 
twisty-turny labyrinthine puzzles 
built in to all the maps. “They're 
pretty straightforward in which 


“You don’t get any 
penalty for falling 
long distances. We 
did think of that, 
but it’s so frustrat- 
ing we took it out.” 
However, there are 
areas of water which 
kill D.A.V.E. on con- 
tact: “It had to be 
that way, really, 
because we didn’t 
want people driving 
around on the 


ee ae water!” 
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way you have to go to get to the 
exit though,” explains Andy. “We 
don't want to deliberately con- 
fuse people — well, not all the 
time, anyway. There are some 
small mazes, and secret rooms, 
too, so if we’d got a spare 
chunk of the map which we 
weren't using, then we'd fill 
it with something.” be 
Although he’s keen to point 
out that ViroCop is not his 
game, as reported in some areas 
of the press, Andy has been 
involved in many areas of the 
production. As well as the... 


es , er, stunning storyline above, 
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he was also responsible for 
D.A.V.E.’s weaponry. “Jason's 
weapons were more suited to 
tanks, and they didn’t transfer 
very well. It was my job to beef 
‘em up, and make each fairly dif- 
ferent from the other.” 
os aso a ae 
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The weapon select screen is, per- 
haps strangely, where you select 
new weapons to buy. “You might 
not have enough to buy a 
weapon, but instead you can push 
power along the power lines to 
get closer to the weapon you 
want,” explains Andy. “It’s 
a good idea to commit 
your energy in this way, 
because if you die you 
lose all the power balls 
that you're carrying.” 


Now there are still single bul- 
lets, three-way bullets, and the 
aforementioned flame thrower, 
but alongside them are such 
delightful-sounding implements 
as a ‘short-range plasma ring’. 
“It's funny, because I’ve been 
making the weapons as tough as | 
can, to kill off as many meanies as 
possible; and lain’s been making 
the meanies tougher to kill to 
cope with the heavy artillery!” 

To flip between the weapons 
you need to use a second button, 
if you have a joypad, or otherwise 
sadly the space bar. 
“D.A.V.E. can carry up to three 
different weapons, though,” adds 
Andy, “which you select before 
you go into a level. As along as 
you've got enough power balls, 
which you collect as a form of 
money in the game itself, you can 
afford some arms on the weapon 
select screen.” 

Watch out for a full review of 
ViroCop in next month’s The One, 
when we'll also be running an 
Exclusive! A1200-only demo of 
this little beauty. @ 
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The Gods level is lots 
of fun, because not 
only can you run 
around and squash 
the little soldiers 
beneath your dalek-y 
53 bottom, but you can 
also squirt flames 
(not shown), 
Syndicate- 
style. 
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PROJECT: Leading Lap 
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DEVELOPER: In-house: The Mysterious Mr S$ (Programming); Tony 
Dillon (Design); Alex Barregon (Visuals); Jon Haines (Music) 


INITIATED: May 1994 
RELEASE: May 1995 
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irtua Racing had just bro- 

ken into the arcades 

when | first thought of 
Leading Lap,” explains Tony Dil- 
lon of newcomers Kellion Soft- 
ware. The big K is also responsible 
for Ants — but, as Matt rightly 
Says, ‘every company has a poo 
occasionally.’ Wise words, mate. 
“| suddenly noticed that there 
hadn’t been any decent polygon 
racing games on the Amiga since 
Grand Prix. And they've always 
done well, so | just thought it 
would be good to do Virtua Rac- 
ing for the Amiga, especially for 
the A4000. And then perhaps 
downgrade it to something fast 
and simple, like No Second Prize, 


Hmmm, look — here's a nice 
car, hurtling towards you on 
the grass. At speed... 
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calculated; and that will bump the 
speed up so that it will run in, at 
worst, two frames [that’s two 
screen updates per second, preci- 
sion fans. — Andy.]. 

“One of the things | noticed,” 
Tony continues, “when | sat down 
to look at Thalion’s No Second 
Prize [an ageing bike racing 
game], was that it cheats quite 
heavily. There’s nothing on either 
side of the road, for virtually all of 
the time, and when there is it 
slows down a hell of a lot, 
because you don’t really notice it. 
All the other vehicles are kept 
moving really smoothly, and that 
makes you think that everything 
else is moving smoothly too. [But 
surely, instead of being simply a 
‘cheat’, could that not be classed 
as a ‘clever programming trick’? 
— Matt.] 

“We're putting the other vehi- 


ing, Artic, c@ Mrecdge Meettalltc: a lait: draneletferl if cam gat 
ERRGINy 


& racing gente, ref, wre live tm Inape..- 


for the lower machines.” 


At present, Leading. Lap 
=. doesn’t run particularly 


z quickly; kind of giving 
een you a feeling of 
high speed, but the 
frame rate isn’t quick 
enough to make it convincing. 
This is something the program- 
mers are currently working on, as 
Tony explains: “The 3D engine, 
and the generator and all that, 
are all right as they stand; but at 
the moment it’s drawing the 
entire track in 3D for every frame, 
whereas we actually need it to 
draw just the stuff you can see. 
So what's actually slow is the 
screen refresh, because of the 
time it’s taking to draw every 
polygon in the entire world.” 
This problem can be solved 
with a ‘filter’, apparently, which is 
a routine to remove all of the 
polygon objects which you can’t 
actually see. “Once we put a filter 
in, which is really a case of two or 
three days’ work, whatever isn’t 
in your field of vision won't be 


...Oh, and look; there it is again. 
But this time, going away. 


the city. We’ve got 60 drone vehi- 
cles running on the track, because 
we wanted to see how many we 
could push into an area without it 
choking too badly. Even though 
it's running at probably one sixth 
of the speed that it will, once 
you've driven around the circuit 
once or twice you don’t notice it. 
That's what I've found, anyway. If 
you keep going around you tend 
to ignore the speed, and concen- 
trate on the cars.” Hmmm. Chinny 
reckon, anybody? 

“My motto on this has been 
speed, more than anything,” Tony 
continues. Could this be the sav- 
iour of gameplay on the Amiga? | 
think not. However: “Concentrat- 
ing on just getting the speed 
upright, get it totally playable, 
and if all you’re ending up with is 
a green and blue screen with a 
grey line down the middle then, 
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... And for the grande finale, this large... er, thing, balancing on some 
pillars. Incidentally, these graphics and, indeed, the game, aren't 
finished yet, and presumably there'll be some more things to look at 


when it is. 


cles on the track at the moment,” 
Tony sidesteps, cunningly. “As 
well as the five enemy cars that 
you're racing against, there's 
other traffic on the road such as 
buses and lorries — especially in 


For variety, | thought I'd take you 
for a gander at these nice 
buildings... 


you know, so be it,” he adds, 
cryptically — indeed, arseingly. 

Thankfully, Tony recovers his 
coherence to describe what the 
future holds in store for Kellion: 
“There are a whole string of 3D 
games in the pipeline,” he says. 
“For Leading Lap we've developed 
Tiger, a 3D world editor and 
graphics system, which we’re 
going to use to create more and 
more 3D games for PC and 
Amiga. There’s a 3D tanks game, 
an upgraded Battle Zone, just nice 
and simple to play; and then a 
submarine game... lots of things 
like that, which have come out of 
this one 3D engine.” 

We'll review Leading Lap in o 
next few months. 


SLIDES 


ADDAMS FAMILY +Y 
AKIRA +Y 

AKIRA 2 +Y 

ALIENS +Y 
ASTRONOMY +Y 
BABYLON 5 +Y 
BODYSHOP 4 AGA (2) Y 
BODYSHOP 5 AGA (2) Y 
BODYSHOP 6 AGA (2) Y 
BRUCE LEE +Y 
CATWOMAN +Y 

CHER +Y 

CINDY CRAWFORD (2) +Y 
CLAUDIA SCHIFFER +Y 
CLAUDIA AGA Y 


GAMES 


GRAVITY FORCE 2 +Y 
Game of the year ‘94 !! 
STARBASE 13 (2) +Y 
Brill point’n'click 

21 GAMES +Y 

On one disk! 

ANT WARS (2) +Y 

Blow up the bad ants 
MECHFORCE +Y 
Statergy game 

MOOSE DRIVE +Y 

Good overhead racer 
SOCCER CARDS USA +Y 
Footy game USA style 
ARCADE GAMES +Y 

7 classic arcade games 
18TH HOLE GAME (2) +Y 


NOBLE 
HOUSE 


48 EDNAM DRIVE 
GLENROTHES, 
FIFE 


KY6 1NB 
Email: NHOUSE @DELPHI.COM 


DEMOS 


FAST CARS +Y 
FENNTASTIC 1 +Y 
FENNTASTIC 3 +Y 
FENNTASTIC 6 +Y 
GLADIATORS +Y 
GARFIELD +Y 


Great golf game 


BILLY THE DRAGON +Y 


Great platformer 
BOARD GAMES +Y 
Monopoly, Ciuedo etc 
BOUNCE & BLAST +Y 
Excellent Platformer 


HOIS AGA Y 


FULL MOON AGA Y 


APOCALYPSE +Y 


BIG TIME SENSUALITY (2) Y 
ENOLESS PIRACY (2) +Y 


IPEC ELITE +Y 
LETHAL EXIT +Y 
NO LIMITS +Y 
ALPHA OMEGA +Y 


GAMES 


CRAZY PIPES +Y 

Good Pipeline clone 
DELUXE PACMAN 
DOWNHILL CHALLENGE +Y 
Good ski sim 

DUNGEON FLIPPER +Y 

Be a Pinball wizard 
GALAGA DELUXE +Y 

Good shoot’em up 
GLASSBACK 2 +Y 

Great new platformer 
LEMMINGOIDS +Y 

Play asteroids with lemmings 
MARBLES +Y 

Brilliant puzzle game 
MOOSE DRIVE +Y 

Great racing game 
NANOFLY +Y 

Excellent shoot'em up 
OUCH +Y 

Hit the moles 

SCOTTISH FOOTBALL MANAGER +Y 
Management sim 


GLAMOUR SLIDES 
ANIME ATTRACTIONS (4) +Y 
BORDELLO BEAUTIES 1 +Y 
BORDELLO BEAUTIES 2 (2) +Y 
BORDELLO BEAUTIES 3 (2) +Y 
BORDELLO BEAUTIES 4 +Y 
BUST UP +Y 

CASTING COUCH (2) +Y 
CHEEKY CHARLIES +Y 
DOMINIA 1 +Y 

DOMINIA 2 +Y 

THE FOX +Y 

GIRLS, GIRLS, GIRLS 2 +Y¥ 
GON GON GIRLS +Y 

HOT GIRLS +Y 

JADE AGA (6) Y 

MAGNIFICO (5) +Y 

MELONS AGA (4) Y 

MAYFAIR BEAUTIES 1 +Y 
MAYFAIR BEAUTIES 2 +Y 
MAYFAIR BEAUTIES 3 +Y 


MANGA AGA (4) Y 
MARVEL SLIDES +Y 
MOVIE STARS +Y 
NASA +Y 


DSPACE INVASION +Y 
Nostalgia attack! 


1200 ONLY GAMES 


BLACK DAWN 2 +Y 
The follow up 
DONKEY KONG +Y 
Classic Arcade game 


RED SECTOR (2) +Y 
INTERFERENCE +Y 
GLOBAL TRASH +Y 
STATE OF THE ART +Y 
9 FINGERS (2) +Y 


PARADISE PICTURE SHOW 2 +Y 
PENTIRE GLAMOUR (2) +Y 


RED DWARF +Y 
REVELATIONS +Y 
ROCKY HORROR +Y 
SCREAM QUEENS (2) +Y 
SHARON STONE +Y 
SUPERSTARS 1 AGA Y 
SUPERSTARS 2 AGA Y 
SUPERSTARS 3 AGA Y 
SUPERSTARS 4 AGA Y 
TERMINATOR 2 +Y 
TOTAL RECALL +Y 
TUTENHKAMEN (2) +Y 
WAYNE'S WORLD (2) +¥ 
WRESTLEMANIA 7 (2) +¥ 


TIME ZONER 

great point’n'click adventure 
STARIANS +Y 

Spacey shoot em up 

ICE RUNNER + 

Good platformer 

ORC ATTACK +Y 

Fight them off 
MADFIGHTERS Y 

Beat up your opponent 
ORBIT (2) +Y 

Brill space flight sim 
GALACTIC PREDATOR +Y 
Action packed 

CROBOTS +Y 

Robot war game 


VIOLATOR +Y 
WARFALCONS +Y 
ZEUS +Y 
TRACKMO +Y 
TECNOFORCE +Y 


SPIRIT OF NONSENSE +Y 


SINKING DEMAND +Y 
GLOBAL TRASH +Y 


MENTAL HANGOVER +Y 


TOO FUNKY +Y 
THE THING +Y 
RAZIR 1911 +Y 
PUNISHER +Y 


PLASMATRONIC +Y 


PHALANX +Y 


PIECE OF MIND +Y 


OLD BULLS +Y 
NANO +Y 


MELTED EXPERIENCE +Y 


LIQUID REFLEX +Y 


2 PLAYER GAMES 

Fatal Blows & Super Spaceball 
AGA TETRIS 

BAZZA & RUNT 

Excellent platformer 
CYBERTECH CORPS (2) 
PD version of Alien Breed 2 
KLONDIKE AGA (3) 
Excellent card game 
MASQUERADE (2) 

Superb puzzie game 
MEGABALL AGA 

Classic bat'n'ball 
MOTOROLA INVADERS (2) 
AGA space invaders. Brilliant 


PETS (2) +Y 

SLAYER STEVE 1 +Y 

SLAYER STEVE 2 +Y 

SLAYER STEVE 3 +Y 

STOCKING FILLERS (3) +Y 

SUPERSEXY (5) +Y 

SUPERGIRLS 3 +Y 

TWILIGHT SLIDES +Y 

UTOPIA 1 +Y 

UTOPIA 2 +Y 

UTOPIA 3 +Y 

UTOPIA 4 +Y 

WOMEN OF THE ORIENT +Y 
Any 12 disks for £10.00 


JESUS ON E'S (2) +Y 


ZERO HOUR MODELS +Y HALF BRAIN (2) +¥ 


FANTASY FOOTBALL LEAGUE +Y 
Excellent management sim ULTIMATE FX +¥ 
THE SHEPHERD +Y GALAXY LOVE + 
Play god SO WHAT (2) +¥ 


ROAD TO HELL (2) (1.5 MEG) +Y Sold as separate disks or buy all 
Good top-view racer 14 for for only £10.00 


+ 500+/600 compatible Y 1200 compatible ( ) Number of disks | 
1 - 5 disks £1.50 per disk 6 - 14 disks £1.25 per disk 15+ disks £1.00 per disk | 
UK postage FREE Europe postage £2.00 R.O.W. postage £3.50 | 
Payment in £’s sterling only. Cheques/PO’s payable to Noble | 
Fast turnaround. All orders sent by 1st class post. Write for FREE catalogue disk. 


ROCKETZ 

Great shoot'em up 

TRICK OR TREAT 

2 player Doom clone 
ZOMBIE APOCALYPSE 2 
Shoot'em down! 


HUGE SELECTION OF 18+ 
TITLES IN STOCK 
(PROOF OF AGE REQUIRED) 
FULL LISTING IN CATALOGUE 


FRED FISH 1 TO 1000 
SCOPE 1 TO 220 
ASSASSINS, JAM ETC 
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GAMIES ASSASSINS UTILITIES DEMOS VIDEO ART THIS IS NOT A FULL LIST OF OUR 
5005 PIT FIGHTER 2 Disk 3 Fighters ~ ag - watiee 1001 +X COPY 343 GAME ' . DISKS WE NOW HAVE A CATALOGUE 
GO13) THE REVENGE Platform shootup Excellent value games pol X COPY 3+3 GAMES : ‘SLIDES U026 TV GRAFFIX Backdrops for use ¢ hie 
GOI4 WILD FIRE Slide scrol shoot up No’s up to 135 boo4 ATOOL Vine ayy Se ee DSO|L CARTOON SLIDESHOW with D Paint + Genlocks (2 disks) DISK AT 75P + P&P OR FREE WITH 
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sys Weiaarrc: bt AROMAS soeh amen Bs, je 7} ben DISK 1009 AGA FIXDISK DSI8 BRITISH RAIL TRAINS UI71 HARLEQUIN FONTS Hi-res fonts DO NOT FORGET ALL OUR PD 
MPILATION seecemmane. tb yh labearty U010. ~HAMLAB . DSI9 DEEP SPACE 9 U172 HARLEQUIN FONTS 2 more of the DISKS THIS MONTH ARE 90P BACH 
5023 CAVE RUNNER Packman type co spe eae U0I2 CATALOGUE MAKER (2 disks) ~——$20._ AIRCRAFT WARPL ANES above, order with UI71 AS A 2 DISK SET +P&P SEB RATES BELOW 
3024 UE RET ag guitar ens eee U0I? +PROFFESIONAL DEMO MAKER pee ae “ste book We can now supply you with commercial titles over 400 in all from 
9026 / NS EW RIDU \ U020 REAL 3D 22 JENS 2 . \ : = 
9028 GAMES BONANZA 20+ Games oo choabae W022 BUSINESS CARD MAKER DS24 WILDLIFE £12.99 for 688 Attack sub up to £259.99 for Broadcast titler ii (pal) 
9033 AIR WARRIOR Shorties blue E001 DINOSAURS A story book on disk ot oy ’ Ac) ANIM other titles include Aladdin (A l 200), Areade pool, Battletoads, 
moon cobra plus others E002 SCIENCE ASTRONOMY ere oy al " 2 DAO3 2D ANIM Pinball Dreams/Fantasies. Nightbreed. Myth. Sim City. Space 
3036 ~AGATRON DISK | 3D spacerun £003 SCIENCE 2 STAR CHARTS U028 AMITURE RADIO | coms DAOS AGATRON ANIM 37 +IV. Sim. are 8 Sagat i 7 Ys Ps 
$038. SMURFHUNT Up scrolshootup £006 SILHOUETTE Intelligence test U033  DIGIVIEW PICKS 2 Disks DA06 SPACE FIGHTER Quest I'V, Sim Ant, Soccer Kid, Star Trek (A1200), Syndicate, 
+ GIDDY Enough said £009 KIDS DISK Colour the ABC ese: caer Ear eon toans DAI2 LAURAL & HARDY 2 disks Zeewolf, Zool, UFO Enemy Unknown A 1200 
S045 GLOBAL THURMONUCLEAR E010 LEARN & PLAY 4 Progs for the U039 101 UTILITIES _ ~ - PUGE IN SPACE ACCESSORIES 
ARFARE 2 player USA V USSR. young { 7 SI IDESHOW M AKER 2 SIN SPACE 
G46 PETERS QUEST A 4 game disk E011 LEARN & PLAY 2 Another? progs  Uods CRUNCH AND COPY pe JOYSTICKS FROM £5.99 FOR QUICKSHOT JNR 
948 NEIGHBOURS GAME (2 disks) F012 GCE MATHS Maths tutor Uoso. GURU Guru decoder DGOL ARMY MOVES shootup 4 = 5 
5049 FIGHTING WARRIORS 1-2 players 6913 LANGUAGE TUTOR French L067 FONTS FOR D PAINT DGO2 EVILDEAD W/B13 PYTHON 5 £9.99 ZIP STICKS aoe MAVERICK 1 
9950 BOMBE JACKY Remove bombs ; As : : 7 U060 A-GENE Family tree DGO3 AUTOBAHN 3001 fusion £11.99 PLUS OTHE S 
“qvo7 Spanish 1 TLYISION —-— : y 
5 “ARD GAMES P U066 MULTLYISION 1 1G04 DAWN MEGADEMO 
os XENEX Fast astroids type Slevels 9 | German and Italian U067 MULTI VISION 2 Se Do0s MANIC ns gal DUST COVERS A 1200 £4.00 A600 £4.00 
rapons E016 AMOS CHILDS QUIZ cee ee DGO7? ELVIRA MOUSE MATS 6mm £3.00/8mm £4.00 
pepe NA RS a st W073 1.3 APDL UTILITIES MUSIC MOUSE FROM £11.99 WE CAN ALSO SUPPLY 
os ; ‘ 1% LI ; Tor’ . = 
9056 18th HOLE GOLF (2 Disks) rs U091 LABLE PRINTER DMO0I QUEEN FLASH 3 Disks YOUR DISK LABELS, PAPER, DISK BOXES AND MOST 


6020 BACK TOSCHOOL 2 
E021, COLOUR IT Kids colouring book 


DM07 DARKNESS MEGADEMO | 
DMO8 NIGHT DEMO 
DM09 MAD MONKS 


U093 
U104 
U107) QED TEX EDITOR 


HANDY TOOLS | 


9057 «SPACE INVADERS Plus 2 others 1, ‘ 
CONVERTERS Picture format 


$058 SPACE RESCUE Side shootup 


OTHER MISCELLANEOUS ITEMS 


POSTAGE SOFTWARE UK £2.00 EEC £3.00 per item NON 


Ws9 = AMOS CRICKET W/B Iso stock about 10 language demo disk: > PE; 0/2 - ; _— : - ; = 

3062 MARIO WONDERLAND a ee ont cee U136 GER CONVERTER, ey a eli ary ee EEC £4.50 per item ACCESSORIES 

066 TASK FORCE Strategy game ONTS Di28 LABLE PRINTER Se ee ae eee eee ene ' : 5) 

ET See, aes NO STUPID PRICES HERE ALL AT THE —U136. 600 BUSINESS LETTERS Dia TEAM HOI MEGADE MO W/B mbanirbamnMt pon se Nagen sho 
Scho ne: SAME PRICE 90P, EACH SCALABE Ul 19 PRINTER DRI ERS 100 2O ees a DO NOT FORGET YOUR CATALOGUE 
5069 ARAZMIX 40 levels in all FONTS 26 IN ALL MIX AND MATCH eae Sneee eee DMIS WALKER DEMO II DISK PRICES P&P 

G70 «= TOTAL CARNAGE biast it all Nos FIOI-F126 "68 GAME TAMER V DM!16 COMA DEMO 

W073. PARACHUTE JOUST sgats xo bghce meget eT = U175 D PAINT TUTOR ; \OT THE NINE OCI OCK NEWS ‘ ' : 

S74 CARD SHARP $ Card games AND MATCH Nos F001-F026 U179 CLR TUTOR ah, ee ee RR ae TT re for PDs Other software sc priced if you can not 
Bets DUEL 2 player shoot up COUR ane eae atest Sa DV03 BILLY CONNOLY 2 disks see it listed phone if we have not got it we can get it. 
W716 SECRET Usual platform J OCR RE Nae Came eee UiI86 V MORPH 2.21 DV06 WAR SIMULATOR Postage UK 80p. Europe +45p per Disk (min £1) 
i JELLYQUEST Arcade / puzzler SEE OFFERS BELOW UI89 SCREEN BLANKERS > 2 

9080 FIERFLY Fast race / shootup MUSIC 199 ANTI FLICKER AGA World +45p per Disk (min £2) 

+ Bl Soe: Sayre — y ~~ 8s Se 4 at A019 TO A023 PICTURES SET 5 DISKS Cheques & POs payable to SPEEDY PD. Orders sent out Ist class. 
meas ANT WARS Simulations 2 Hajar M001-MO010 MUSIC MODULES A set of 10, 012341200 UTILS IN ALL AS A SET OR SINGLES Please state machine and magazine 

stion with all war equipment 2 disks disks of good music the set for £8.00 (10 215 — o VABLE UTILS A024 FIT CHIX 1200 ONLY 2 DISKS 
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9087 «CASH FRUIT Accurate fruit 
hine simulator 
RS 


AMOS COIN DROP 1-4 players 


SUPERKILLERS Highly 


MOIl1 AMIGA CHARTS Ul 
M012) MENTAL HANGOVER 
MO17 CULT 


M029 ORIGINAL RIPS 3 


SPECTRUM EMULATOR 2 Disks 
CONVERTERS PACK 

\.Z PAINT PAD Kids paint pot 
JR COMS 

SUPER C 


3D HELPER Good start 


AOQ2S5 
ADULT 
A030 FERRARI PICS 


BODY SHOP MORE GIRLY PICS 


G82 AGA CHESS 4MB Ram 


ASSASSINS 90p EACH/10 FOR £8.00 
FONTS 90p EACH/13 FOR £11.00 


Se SUPER MEGA FRUITS NEW for M022. AMAZING TUNES 3 DISK SET 251 PC<>AMIGA A036 NIGHT BREAD PICS IN 256 5 GAMES +5 UTILITIES £8.50 
#5 the best on Amiga eae See Senne HOUSE MIX. ee eee ee COLOUR 2 DISKS 10 GAMES + 10 UTILITIES £16.00 
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275 


5 GAMES + 5 UTILITIES + 10 ASSASSINS FOR £16.50 
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@ 
-Fightef’s:an 6dd game, 
4 as you might have-found 
if you played’ the 
coverdisk demo on last month's 
issue. It’s a quirky beast, looking 
not exactly poor, but certainly 
rather less grand than the rivals 
Street Fighter 2 and Mk2; 
sounding rather more husky 
than my old grandad play- 
ing ‘Abide With Me’ on ; 
paper and comb, but cer- 
tainly playing a rather meaner 
game of ‘beat-me-up’. 

In the interests of research, 
and also in a wilful attempt to fill 
this pages with easy-to-digest 
facts rather than the alternative 
wibble, a fella called Kwok Man, 
rather curiously, was invited to 
talk to us about X-Fighter: for it 
was he who wrote it. 


Some of the more thunderous 
combos are actually implemented 
in X-Fighter as Super Moves. Pull 
them off, and you can expect to 
come down on your opponent like 
a ton of armageddon-sized bricks. 
Do them wrong, and you'll land 
flat on your arse. Your choice. 


Just how many special moves are there, Kwok? “Quite a lot... hang on, 
let me work it out. There are 32 characters, arranged into eight groups 


of four, with roughly eight special moves per group. So 64, | think. 
But there are some specials which are different between players, 
even — so if a player has a fireball, it might be different to another 
player's fireball, either in strength, size or speed.” Ooghya! 


= 2 
| | ae 


The dark, satanic mills of Thalion UK finally ground the wheat 
which made the rather good Ambermoon, if a little stale when 
it at last appeared. So it's good, then, to see a freshly-baked 
beat-’em-up ‘in progress’ from the Brum-based softie. And Andy 
Nuttall is, er, half-baked. Naturally. 


Kwok and his group of friends 
are Street Fighter 2 nuts, playing 
every version of the game both in 
coin-ops and at home on one of 
their many console systems: “I've 
been playing it since the first... 

even the original Street Fight- 
er,” he admits. “I've 
become addicted to it, 
because it’s something 
that’s available to every- 
body, and so you can get 
a group of people who 
can become good at it. We 
also play on a Neo-Geo [a 
recent Super-Console, massively 
expensive in this country — 
Andy.] but the problem with that 
is there are so many different 
games on it, and one person 
might have some really good 
beat-’em-up, like Samurai 
Shodown, but nobody else can 
play it. You really need a game 
that everyone can play.” 

Although X-Fighter is Kwok’s 
first foray into commercial games, 
he’s been making beat-’em-ups 
for about three years. “I’ve made 
two others before this. The first 
one was so poor it didn’t go out 
at all, though, and then the sec- 
ond one went to Licenceware.” 

Earlier in the day, Matt had 
mentioned to me that he remem- 
bers a Licenceware game which 
had similar graphics to X-Fighter, 
but he couldn't remember 
the name. When Kwok 
reveals that it was 
called Mad Fighters, 
Matt's eyes light up, 
indicating that, in 
fact, that was the 
game he'd played all 
that time ago. “You'll 
notice similarities in the 
characters and the moves,” 
he says, “but in each progressive 
game the speed has got faster, 
and the graphics have become 
bigger and better. X-Fighter, for 
example, is the first one which 


I don’t think 
people should spend 
much time stressed 

out trying to 
pull off... 


» vy. 


X-Fighter 
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Kwok Man (Pro- 
gramming, design, graphics, ani- 
mation, sound effects); Toby, Sam 
and Big Kwok (Additional anima- 
tion) 

May 1994 
May 1995 


Comparisons with Street Fighter 2 
are obvious, but X-Fighter dodges 
it in a number of ways. First, it 
looks rather quirky — and, some 
might say, aged and creaky. It also 
sounds awful, although Kwok is 
going to beef the old FX up a bit. 
But best of alipit plays rather well 
— and gameplay is most 
important, isn‘t it? 


has started scrolling the back- 
grounds left and right. 

“When | did the first.one | was 
about 16, and .now | think that 
Mad Fighters was something of a 
poor name. It’s likely to stay as X- 

Fighter now, because | think 
that’s the only suitable 

name for the game.” 
Thalion UK wanted it 
to be called ‘Becoming 

a Dragon’, because 

that would sprout the 
acronym ‘BAD’ — 
although there was the 
underlying doubt that 
writers less scrupulous than | 
might give the game a kicking. 
After all, maybe even Thalion UK 
itself thinks the game is ‘bad’. 

But Kwok doesn’t like the 

name anyway: “Becoming a Drag- 
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Here we catch one of the girly 
fighters in the middle of a 
distinctly uncomfortable-looking 
special move. This is simply 
motion blur, incidentally; it 
doesn’t look quite as silly when 
it’s moving. 


Kwok’s concentrating ig 
on making X-Fighter 
easy to pick up and 
play, so that people will 
become good at it fairly 
quickly. “Where Street 
Fighter 2 might take a 
year to master [er, does 
it really? — Matt.] I 
realise that people 
aren't going to spend 
that long learning 
another beat-’em-up, so 
I've made it as easy as 
possible.” 


x= xk YX “NS 
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“The programmers of Mortal Kombat 2 must be 
compact their sprite banks,” says Kwok with a jéalouls 
grin, “because | can compact everything except the > 


animation frames. But,” he adds, “Mortal Kombat 2 
only has 12 characters, whereas X-Fighter has 32." 


on is entering into 
the more Oriental 
aspect of fighting, 


which is something | 
want to steer clear 
of. | want X-Fighter 
to be a broader game, 
not just a Bruce Lee- 
style thing; and | want it 
ta be compared with Street 
Fighter 2." 


KWOK & ROLL 

When he started to make Mad 
Fighters 3, the game which was 
eventually to become X-Fighter, 
Kwok was simply trying to better 
Mad Fighters 2. MF2 was based 
on the original Street Fighter, and 
its limited features were begin- 
ning to annoy Kwok and his pals. 

“We were getting bored with 
it, to be honest, and | just tried to 
add in loads of new features, and 
it evolved into a different game. 
It's much looser now; for exam- 
ple, it allows combos in mid-air, 
which is something that even 
Street Fighter couldn't do; so that 
was one extra thing. Then there 
are some new types of moves; 
like the fireball move and ‘Dragon 
Punch’ from Street Fighter 2. | 
looked at other games as well, 
such as World Heroes on the Neo- 
Geo, trying to get ideas.” 

To help create a smooth, 
playable game on the Amiga, 
Kwok not only played the console 
beat-‘em-ups, but also some 


Amiga games — after all, sizing 
up the competition is always 
important. 

“I've played Shadow Fighter on 
the Amiga,” he says, “but | think 
that it’s too difficult to pull off 
combos, and the special moves 


weren't very 
sensitive. I'm 
very picky about 
controls in beat- 
‘em-ups; | like them 
to be easy, and the 
moves in X-Fighter are far more 
simple than in Street Fighter 2. | 
don’t think people should spend 
much time stressed out while try- 
ing to pull off specials; because 
even when you master them you 
still need to use them tactically.” 
He also feels strongly against 
the ‘lucky move’, a single move or 
combo which is easy to pull off, 
and makes beating an opponent 
easy. It’s a phenomenon which 
has haunted such games as /nter- 
national Karate (floor 


sweep), Street Fighter 2 Q.y 
(fireball), and even Rise of q 


the Robots (jump-kick). But not 
X-Fighter: “\'ve made sure 
that no move domi- 
nates, and more impor- 
tantly, no character 
dominates,” he stresses. 
“If you remember the very 
first SNES Street Fighter 2, once 
you mastered it, Guile could beat 
everybody. Whoever chose Guile 
would always win, which was 
silly. Since then, each version of 
Street Fighter 2 has been more 
balanced, so each player has 
much the same overall strength as 
another.” 


BWOKEN KWOKERY 


Because he and his pals are so 
influenced by other beat-'em-ups, 
Kwok’s X-Fighter has expanded to 


My favourite special move 
is pictured here. Not quite 
sure what it's called, but | 
certainly know what it 
does — it inserts a large 
fist ‘up’ the other bloke. 
The fist is presumably 
some kind of inner self, 
revealing itself in a blaze 
of controlled energy; but 
then again, who cares? It 
looks damned good. 


gigantic proportions, with a mas- 
sive 32 different fighters, and 
even the special moves alone 
totalling 64. 

“It's not just 32 characters for 
the sake of it; there is a reason,” 
Kwok insists. “Have you noticed 
with Mortal Kombat 2, all the 
characters’ moves are the same? 
They use the special moves to 
make it more complicated, 
because Williams, the makers, 
said that way people can pick up 
any character and play it. With 
Street Fighter 2, every character is 
different; which obviously makes 
it a more tactical game, but peo- 
ple end up playing with just two 
or three of the characters. 

“In X-Fighter there are eight 

teams of four players each, 
“™ . and each member of the 
} team shares the same 
» moves as the other 
three in his or her 
team.” The idea 
behind this system is 
that you'll be at home with 
all four characters in a particu- 
lar team, and then all you've got 
to do is learn their special moves. 
If you play with a mate, he could 
learn a different team, and then 
you could set up your own bouts 
or leagues between teams. Excel- 
lent, eh? 

“There are loads of death 
moves, as well,” Kwok enthuses, 
“or super moves, as | like to call 
them. They’re different to Mortal 
Kombat's fatalities, because they 
actually take place in the game, 
rather than afterwards. Where 
MK2's fatalities were just an end- 
ing animation, the super moves 
are a number of attacks strung 
together as a combination. But 
the controls are still simple; usual- 
ly just a special move repeated, 
followed by hitting fire.” 

And this simplicity is com- 
pounded with the fact that you'll 
like as not be playing X-Fighter on 
a joypad, because... er, sadly, it’s 
only likely to appear on the CD32. 


“| like Street Fighter 2, but we 
used to play it in the arcades a lot, 
and now we generally only play it 
on the SNES,” reveals Kwok. “But 
the joypad doesn’t lend itself to 
making the necessary moves. My 
friend's got it on the 3DO, but the 
joypad on that’s even worse.” So 
can the average CD32 owner hope 
for anything better? | think not. 


While there’s no reason why it 
can’t run on an A1200, or even an 
A600, the sheer physical size of 
the game will prevent it from ever 
seeing the light of day on floppy. 
“There's no other way around it, 
I'm afraid,” apologises Kwok, 
“because if it was on floppy, it 
would need at least 15 disks. At 
first | was thinking of doing it as a 
hard-drive only version game, but 
even if we crunch absolutely 
everything it would still need 
about eight disks. So it would end 
up costing too much to buy.” 

And that, friends, is a shame, 
because it’s unusual to find a 
game which concentrates so heav- 
ily on playability, while still retain- 
ing a quirky look of its own. It’s 
just like heading back to the early 
days of gaming, we reckon. Still, 
given that CD32 owners only have 
one really good beat-’em-up, 
Shadow Fighter, this might just 
make a good addition to their 
collection. Expect a full review 


next mao@h. 


7am, 2 «Oye Sis 5 Ba mat 


3h a 9s > ee «a Ne 


UE 


PROJECT: Brutal: Paws of Fury 
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s far as beat-‘'em-ups go, 
we've come to expect 
the expected. There's 


always something similar to a fire- 
ball ‘in there’, along with a girl 
gifted with large ‘top things’ and 
super-developed thighs, some sort 
of alien or animal character, and 
more special moves than you can 
waggle a joystick back- towards- 
back-away-down-towards-fire... 
er, at. This could all change though, 
thanks to Frontier-financed Game- 
tek Ltd. Plc & Co. 

Brutal: Paws of Fury has 
already done the rounds on the 
consoles, and is about to park its 
bike in your back passage, com- 
plete with cartoon animations, 
stretchy faces, and less blood than 
a sawdust convention. (Matt, you 
goon, this is obviously because of 
the new BBFC Code, which frowns 
on blood and human violence etc 
— Haz & Andy.). 

There are lions who fight with 
guitars, rats that charge at you 
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Meet the gang, ‘cause the er... animals 
are here, the animals to entertain you! 
There are actually two missing here, 
but from left to right this lot are: 
Ivan Bear (Soviet Military), Kendo 
Coyote (Kenjitsu), Kung Fu Bunny 
(Relaxed Paw), Prince Leon The Lion (Tan 
Ku — The Iron Rage), Foxy Roxy (Penjat 
Silat), Tai Cheetah (Tai Chi Chuan), The 
Dali Llama (a right git), and Rhei Rat (Thai Boxing). 
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DEVELOPER: Software Sorcery; Gordon Fong 
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with high velocity, and even rab- 
bits that knock you about with 
their huge hind-quarters. It's a 
silly game, and it’s almost finished 
its journey from Console City to 
the Amiga-hamlet. 

The man in charge of the 
conversion is Software Sorcery’s 
Gordon Fong, a man with a 
mixed history. There’s Chaos 
Engine on the SNES for him to 
be proud of, but representing 
the Dark Side of The Force 
we remember the origi- 
nal Amiga Street Fighter 
2. Still, that was a long time 
ago, and you don’t exist in 
this market for 10 years 
without having a poo now 
and then. (Matt, get on with 
it, and ask him about the 
BBFC Code — Harry.). 

So, | ask Gordo 
(mates you see) what 
did you receive to start 
the conversion with? 

“| did actually have the Mega 
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Matt Broughton is a bit of 


an animal lover. It comes, 
then, as some surprise to 
find that he spent all last night 
beating up rabbits, foxes, rats 
and bears. Of course, it was all a 
dream. Or was it perhaps 


ametek’s new beat-’em-up? Hmm. 
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Drive code and 
graphics code, simply because I’m 
doing a basic conversion rather 
than rewriting the code. Having 
the graphics has been useful, but 
to be honest the Mega Drive pro- 
grammer has been more helpful 
than the code itself, simply because 
it's allowed for a lot of liaison 
between the two of us. With any 
basic problems or enquiries into 
how something should work, | 
just go to him rather than spend- 
ing hours going through the code.” 

(Now would be a good time to 
ask about the BBFC, pal. — Harry.). 
And how different/difficult is it 
working on a conversion rather 
than something original from 
scratch, then? (Doh! — Haz.) 

“It's not all that difficult, you 
just have less leeway and more 
restrictions on what you can and 
can't do. You have to produce a 
game that looks similar to the one 
you're looking at. The instructions 
on this are quite strict, ‘it's to be a 
Mega Drive conversion. It has to 
be as close to the console version 
as it can be’, and | believe it is. As a 


The Dali Llama is chief git in Brutal, with more special moves up 
his sleeve than someone with enormous sleeves. And lots of 
special moves. Up them. Anyway... you'll need to have 
progressed through all of the various belts, learning all of your 
character’s specials and katas if you want to stand a chance 
against this particular bugger. 


copy of the Mega Drive game, the 
product's 99 percent identical.” 


HA-DO-KEN! 

Whenever considering a WiP 
that’s a console conversion, we've 
become accustomed to being told 
just how much stuff they’ve had 
to drop because of the paltry 
Amiga’s memory. Not so here, 
and in fact Gordon has actually 
managed to fit more into the 
Amiga version than the Mega 
Drive! In addition to the standard 
eight characters within the game, 
the two extra characters that 
appeared in the Mega Drive CD 
version — Pantha and Croc — 
have been included. Gordon puts 
this down to being able to load in 
from disk rather than needing it 
in cartridge memory. But surely 
this just adds to the disk access- 
ing problems, no? 

“Well, it'll only need two floppy 
disks because I’ve got some 
superduper packing techniques.” 
Do tell, do tell... 

“It seems that the general 
problem caused by BEUs on the 


Amiga is the sheer bulk of anima- 
tions for the various characters, 
but there are some very new 
techniques that have been used 
to pack it all down and expand it 
again. To give you some idea, 
each character takes up 250K, but 
on the disk they can take up to as 
little as 50K.” 

The speed of retrieval and 
unpacking has also been vastly 
improved, using a technique not 
unlike the one employed by Probe 
for the Amiga’s Mortal Kombat 2. 
Basically, the data is packed, but 
the mirrored characters aren't 
held on disk. Once the data for, say, 
Kung Fu Bunny is == 
then looking 
right, has been 
loaded, all the 
frames for all 
the left-facing 
characters can 
then be creat- 
ed within the 
program. (Go on, 


it. | bet he denies it. — Harry.) So, 
size not been a problem then? Gor- 
don says ‘No, there's no problem 
there.’... 

“No, no problem there.” See, 
told you. “The biggest problem 
has probably been the graphics 
conversion; to actually get the 
graphics from the Mega Drive 
over to an Amiga so that they 
look good. The reason for this is 
that each character on the Mega 
Drive has its own 16 colour 
palette. Obviously you can’t nec- 
essarily do that easily on the 
Amiga without losing a lot of the 
colours, so what I've had to do is 
design a palette that would suit 
everybody as close as can be, and 
then change each character from 
the Mega Drive to suit the palette 
that | created. We don’t actually 
lose any of the pixels, but the 
colours of the pixels may change. 
It's not a major problem, but 
there’s a lot of it going on.” 

This has, in fact, taken up the 
largest proportion of Gordon's 
time, and with up to 128 frames 
per character, taking each of the 
ten characters and chopping 
them all up has been a bit of a 
git. (Matt, ask him about the sod- 
ding BBFC, you arse! — Haz). 


SHO-RYU-KEN! 


Like most conversion from the 
Smegma Drive to the Amiga, a 
major problem is how to take the 


be as close to 
the console version as 


it can be, and I believe 
it is.” Gordon Fong, 
Brutal’s coder 5 
Matt, ask him about 
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control system from the three- 
button joypad down to a single- 
button joystick. Gordon explains 
how he avoided it. 

“The control system is a brand 
new one and, as far as I’m aware, 
hasn't been used before in a 
game. Basically, on the Mega 
Drive you've got three values that 
you can hit a person with; weak, 
medium and hard. This is con- 

trolled with three dif- 
<< ferent buttons, 
ee Which is 
obviously a 
problem on the 
Amiga. What 
we've done is 
make it~ so 


( ¢ It has to BLL that the strength 


of the punch is 
determined by 
ow long you 


old the single 
button down: tap 
it you'll do 
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Roxy Foxy is the Chun Li of the game, a’bouncing 
and a’bounding all over the place at high speed. 
As well as telling you that Tai Cheetah (oh, my aching 
sides — Harry.) is currently performing a Fire Kick, I'd 
like to point out that the background is very nice. And 


animating. And stuff. 
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“To know fear is courage.” This is 
Kung Fu Bunny’s particular saying, 
although with a double flash kick 
currently on the go, it’s a bit hard 
to understand why he should feel 
any fear right now. Kendo Coyote 
is actually performing something 
called a ‘Taunt’ which doesn't 
appear to have any other purpose 
other than to psyche-out your 
opponent. Weird. 


fast but weak punches; hold it 
down and, though you'll be 
vulnerable to attack, ~~ 
you'll have a_= strong 

punch ready. The move doesn’t 
actually occur until you release 
the fire button.” 

The obvious follow-up ques- 
tion to this is: (Go on my son! — 
Haz.) ‘how do you choose 
between punches and kicks?’ (I 
give up. You are a crap journalist, 
Matt and that’s official. — Andy, 
Harry and everyone else at Emap.) 
but, again, Gordon has imple- 
mented a simple way around the 
prob: there’s no toggle as such, 
but push forward when you fire 
to punch, and pull backwards to 
kick. Simplicity itself. But then, 
what about all of the special 
moves? I've only played Bruta/ on 
my SNES, (thou dost belie him 
Percy, thou dost belie him! — 
Haz.) but all the moves involved 
holding down about three buttons 
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Well | said that the special moves 
were a tad unusual, and | wasn’t 
kidding! Here we see Prince Leon 
using his ‘Power Chord’. This (as 
you might have guessed) involves 
playing his guitar loud enough to 
send the opponent flying across 
the screen. Hmm, seems familiar. 
Has anybody seen my band? (No 
Matt. You haven't got one any 
more, you sad, sad git. — Harry.) 
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a t 
once. So how do you explain 
that, eh, Gordon? Eh? Eh? 
“Well, we've got a similar 

method to the SNES version, but 
with more combinations of joy- 
stick movements and the fire but- 
ton. There was a lot of discussion 
between myself and Gametek at 
the beginning to find out the best 
way convert the controls — and | 
think we've got it right.” 

As far as completing the Amiga 
version, there's actually not very 
much to do. The sound and intros 
have yet to be finished, but all of 
the fight sequences and charac- 
ters are done and dusted. “We've 
even added extra bits that 
weren't on the Mega Drive (with 
the blessing of Gametek).” adds 
Gordon, “People will just have to 
find out for themselves what they 
are. Let's just say that there are 
tons of ‘humorous animations’ in 
there.” A-ha ha ha. 


KEN-BAH-LO! 


There will be a CD32 version fol- 
lowing the release of the stan- 
dard game, and though Gordon 
doesn't know exactly what 
changes will be made, there are 
definite plans to do, er... some- 
thing. So what does Gordon think 
is the bestest thing about Bruta/? 

% “Probably a combination 
9 of the way the code is 
done and the graphics. 

Nice characters with lots 
of animations, all of 
the backgrounds 

(so it’s 10 charac- 
ters on 10 backgrounds) 
with up to 64 colours on 
screen at 50 frames per second. 
I'm really quite pleased with the 
Way it’s gone.” 
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ROOOOAAAAARRRRRR! Ha ha! Ha! 
So, not only does Prince Leon have 
an enormous gob, but here he’s 
managed to insert a broom stick 
up Tai Cheetah’s trousers, ha, ha! 
Thus rendering him completely 
and utterly harmless. Incidentally, 
actuality fans, all that was a lie, 
and I'm filling a bit of last- 
minute space with gibberish. |! 
thank you. 
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PROJECT: Chaos Engine 2 
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< level designs! Andy ing — to come up with some- 
a Nuttall pops in and thing new and exciting which has 
r eran happened in the last month. 
Ly asks them how's it “Erm, having done basically the * a oe pee 
going? prototype of the demo that The eS, s SIRS. 7 1g wala cnvthe last of Satie ve sare a 
Y/Y One's going to get, which we 4 ye eee ap. 
recently showed at the ECTS ; 
show in London, and having times before! We're still having “We're doing the whole game in 
<I made that work with all the front — fun with it, because it’s two play- 16 colours on the A500, because 
end ‘Renegade presents’, and all er, but we‘re also quite glad tobe we'd have lots of problems with 
co that kind of stuff; we‘re now at moving on to new ground and © speed in 32 colours,” Simon says. 
the stage of building up the doing new levels.” “We'll invariably end up doing 
game. We're expanding that Alongside Simon, the other some trickery with the status 
VY) demo so that it contains the Bros. are beavering away on panel, getting some more colours 
whole of the first world.” ‘parts’ of the game: “Steve _ out of it that way. 
Ah yes, ECTS. This is the first [Cargill]’s working on the A5/600 The size of the two sets of 
Y) ‘public’ outing the game has had, version of the game, making it graphics means that two different 
and, by all accounts, it was very work on both machines. He’s versions of the game will be nec- 
O well received: “We've been very cranking through it, | have to say; essary; whereas before they were 
encouraged by the reception it he only started at the end of last trying to make the game detect 
<I got at ECTS, from people who and it’s already running, at area- which machine it was running on, 
haven't seen it before,” he sonable speed. The only problem, and adjust itself accordingly. 
a i enthuses. “even if, I'm bored with of course, is that we have to get “It’s all a question of size, real- 
LU) it, because I’ve played it so many new graphics for it.” ly, because the more disks it goes 


And now, the end is 
near... and we're at 
last approaching 
the completion of 
the Bitmap 
Brothers’ meisterw- 
erk. The engine, 
forgive the pun, for 
Chaos 2 is now 
complete, and the 
boys are currently 
adding finishing 
touches — like the 


imon Knight's a busy man. 
oy Having overseen the bulk 

of the programming and 
design for Chaos Engine 2, there's 
still a lot to do, and the deadline’s 
looming. Actually, as it happens 
there’s been an extension, which 
means that you'll have to wait 
until September. before getting 
your hands on the game. 

No, wait — before you start 
sobbing, there is a good reason 
for this. Er, they haven’t finished 
it yet. No, really. 

“Basically, as last month, we’re 
just adding levels, really,” says 
Simon Bitmap, trying — and fail- 


Left: Simon Knight, chief designer 
on Chaos 2, last seen on a small 
balcony high above the Thames. 
Does he, or doesn't he? Use Daz, 
that is. 


The snag is that Dan Malone, 
the main graphic artist, is a stick- 
ler for detail — and he will insist 
on redrawing all of the graphics 
using fewer colours for the A500. 


on, the more inconvenient it is for 
the user, and the more it costs for 
us to produce. At the moment it 
all goes into memory at once 
[hence an 8Mb machine], so you 
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just get a black screen for a while, 
and then it runs blindingly quick- 
ly. But once you start putting it 
onto floppy, setting up loading 
messages, and making sure the 
music plays as it loads, then you 
Start hitting problems. It’s the 
type of thing that programmers 
tell you is trivial, and will take five 
minutes — but five days later you 
still don’t have it!” 

Meanwhile, Steve Kelly’s work- 
ing not only with Simon on the 
map designs and programming, 
but he’s also currently putting in 
the first end-of-level monster. 
“He’s doing the Future one first, 
which also happens to be the 
simplest; basically a robot that’s 
about five or six times the size of 
the characters, who wanders 
around shooting big bullets at 
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you. As you get deeper into the 
game, the end-of-level baddies 
will have special moves; the one 
on the Medieval world thumps 
the floor and the whole screen 
shakes!” Wow! 

“Once all that’s done, it’s then 
a question of getting it to play 
properly — one of those things 
we take years over!” he laughs. 

And there we leave ‘em. Knuck- 
ling down, churning out map 
after map, adding the character 
and background designs, and 
generally toying with new ideas. 
We'll be bringing you a review — 
and exclusive coverdisk, all going 
well — for the September issue. 
And, of course, there'll be the silli- 
er entries for our -weapon compe- 
tition next month. Don’t miss it! 
‘Til then, er, then. 
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j CHRIS MAULE 


hris Maule’s the latest addition to the 
Cc Bitmaps’ team. He’s a musician, previ- 

ously working as a ‘traditional’ song- 
writer, who fell into the games industry by a 
chance meeting with Eric Matthews on holi- 
day. Since then, he’s completed the music for 
Speedball 2 CD32, and worked on tunes for 
Flight of the Amazon Queen and the Bitmaps’ 
next PC game, Z. 

Perhaps unexpectedly, the transition 
between songwriting and game musicking 
has been fairly smooth. “I’m overcoming that 
problem as we speak,” he laughs. “Since | 
started with the Bitmaps last July, and also 
for the previous year before that when | was 
doing freelance for other games, | had to 
start thinking less in a songwriter mode, and 
more in an ‘unobtrusive, random, but at the 
same time not too boring riffs’ mode. Which 
will hopefully give the player a fighting 
chance of doing what he wants to do, but without the 
music blasting in his face.” Sounds reasonable. 

“It's been quite difficult to get out of the ‘eight bars, 
verse, eight bars, middle-eight’ type of stuff, and that way 
of thinking; but I've been doing nothing but that for 18 
months, and | think | would actually find it harder to go 
back now!” he grins. “Over time | think you just get used to 
the way it works.” 

When he started on the project, Chris was given an 
overview of the game by the other Bitmaps, which 
describes the content of the game — and he then uses that 
to get a feel for the type of music necessary. “I’ve been 
looking into the music for Chaos 2, and I've got quite a few 
ideas up and running. When | have a better idea which area 
of the game those ideas will be best suited to, I'll then 
amend them to the theme. 

Some of the levels dictate a... er, thematic style, you see; 
the Japanese level will have some kind of oriental penta- 
tonic arrangement — unless it comes out really corny, of 
course! The Future level has loads of zaps, blips and bleeps, 
that sort of thing; but once I’ve got a central theme estab- 
lished | can then concentrate on the variations.” 

With game music such as that in The Chaos Engine to 
aspire to, it's difficult for a different musician to do the 
sequel in a similar style, for fear of treading on the toes of 
the original composer. “I listened to it, of course” admits 
Chris. “| thought what he did for Chaos was absolutely bril- 
liant, but | wouldn't want to approach it for fear of being 
compared. I've run through the game as far as my skills 
allow me, to find out how the music fits in with the action, 
and I've also listened to the music separately, partly to 
check on length... and, er, other similarly boring profes- 
sional details!” 
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Identify our Pizza and win er... some free Pizza! Plus a copy of Pizza Tycoon, and it's 
all thanks to generous Lord MicroProse 


the, underpaid, hereby swear 
a solemn oath, before these 
~eereii-e r\ j : = aie a 
use the amusing pun or play on 
words ‘Pizza The Action’ in, on, 
during or immediately after 
the ritual enscriptie:, 
ment of The One’ s 


competition, 
pain of Akira... blah, 
blah, Llangollen etc. \ 

Hang on, 
'm—not- signing that! 
What in the blackberry 
jam-making kitchen of hell are 
you trying to do? As featured edi- 
tor, | demand complete freedom 
of expression. Facist! 

| stick out my tongue. Nyaaah. 
| place my thumbs in my ears and 
swivel my fingers derisively 

Now then. Do you like /Pizzas? 
Do you like them even more 
when-somebody- else-is buying? 
Excellent! Then you'll lave this 
competition. Come on, it’s not 
hard, a tinned mandarin segment 
could do it, 

Right all you have to do is 
identify which ingredients listed 


‘Win Some want 


_— 


, 
+ 23 na ~~ yi . 
—9 ae yp % - 
| -_ w oy PS. I 
— . & 
mine wv} 


coe _* . oe 

ee Sy ae ' oh - ~O 
na - 

Andy, \ aS 


below were chosen by the mad- 
cap, saga’ -pie thrawing gang of 
: ne One, anc 

our ebateck pizza. Simply match 
the ingredients with the personal- 
ity, then write your selection on 
the correct personalised 
segment of the blank 


For example, Andy is 

a bit Welsh, so his 
dream pizza topping 
might be something 
taffy. See? Or, hey, 
and——t'vey only 
thought of this, why not 
draw our Pizza and send it to us? 
Go, on, it's up to you. Two win- 
ners will get £25 warth of vouch- 
ers for free pizza at a well known 


high Street Pizzeria plus a copy of | 


MicroProse’s _ brilliant Pizza 
Tycoon and a goody-bag, stuffed 
with T-shirts, mugs and | don’t 
know what else! Five runners-up 


wilt -get-a-£10-voucher-for free— 


Pizza plus a Pizza Tycoon Goody 
Bag. Send your entries to: Pizza 
The Action [Ha, Andy!] The One, 
Priory Court, 30-32 Farringdon 
Lane London EC1R 3AU. The clos- 
ing date is 28th June 1995. 
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NAMES wncccccccccccccssscccccssescccccccccensesessesenenses 


ADDRESS: ..cccccsncccccsssccsscccesnssccsncseesescssses 
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DREAM TOPPINGS 


Ethanol 

Clause 4 
Damselfly 
Anchovies 

ifor The Engine 
York Minster 
Leeks 


Green Chillies 


Volkswagen Polo 
Gordon Honeycomb 
Meat Madras 
Tweed Parfum 
Sausage 
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Premier acl Order 


Please Send Cheques/PO’s (made out to Premier Mail Order) or Access/Visa/(Switch + Issue No) & Expiry Date to: 
Dept: 


THOS 9-10 THE CAPRICORN CENTRE, CRANES FARM ROAD, BASILDON, ESSEX SS14 3JuJ. 
Telephone orders: 01268-271172 Fax your order on: 01268-271173 Mon-Fri 9am-7pm Sat&Sun 10am-4pm. We are open 364 days a year 
P&P and VAT included for all UK orders. Please add per item £2 P&P for Europe and £3.50 for the rest of the world. Next day service available UK only @ £4.00 per item. 
Please note: Some titles may not be released at the time of going to press. Most titles are despatched same day, but can take up to 28 days. E&OE 
A500 A1200CD32 A500 A1200CD3 


A500 A1200CD32 A500 A1200CD32 A500 A1200CD32 


1 Day Cricket 16.99 FOOTBALL GLORY INDOORS ...............17.9917.99 ------ Pussies Galore 16.9916.99 Body Blows 12.9912.99 U014 Panasonic Printer Driver 1.25 
4th & inches 8.99 Front Lines , 22.99 Putty 8.99 Chaos Engine 9.99 -- U015 H.P. Printer Driver 1.25 
688 Sub Attack 10.99 FOOTBALL MANAGER .. V9.GQ nnnnne nnnnee Putty Squad 19.9919.99 Jack Nicklaus Unlimited Golf 12.99 U016 Seikosha Printer Driver 1.25 
A-Train + Construction Kit 12.99 Future Wars 10.99 Puzznic 6.99 J Nicklaus Designer Clip Art Vol 7.99 U017 Cannon & Citizen Printer Driver 1.25 
A10 Tank Killer 12.99 Galactic Warrior Rats 8.99 Qwak 9.99 MICROPROSE GOLF 12.99 U018 H.P. 550c Printer Driver 1.25 
A320 Airbus (EUROPA) or (USA) 22.99 Global Effect 8.99 Quest For Glory 1 or 2 12.99 Nick Faido’s Golf 12.99 U019 Imploder V4.00 1.25 
ACID BLITZ COMPILER 29.99 ------ ------ Globdule 10.99 Railroad Tycoon 12.99 Sensible Soccer 92/93 12.99 U020 Bad Format 1.25 
Addams Family 8.99 Goblins 3 22.99 Rainbow Islands 6.99 SYNDICATE 12.99 ----- U021 Amiga Beginers Guilde 1.25 
Adventures of Robin Hood 12.9912.99 G Gooch-Second Innings 11.99 Rambo 3 6.99 TORNADO 9.99 9.99 U022 Better Bench V1.2 1.25 
Air Bucks 1.2 12.99 G Gooch-Test Match Special 19.99 RBI Baseball 2 6.99 Vikings 8.99 U023 De-grader 500 600 1200 1.25 
Akira 18.99 19.99 G Gooch-World Class Cricket 19.99 Reach For The Skies 12.99 Walker 9.99 U024 Extermin-8 Virus Killer 1.25 
Afterburner 6.99 G Gooch - 94/95 Data Disk 8.99 Realms 10.99 Zool 8.99 U025 Engineers Kit (1220 only) 1.25 
(| EE AGES «NT TSS Ree 19.99 ------ G Gooch - Battle for the Ashes 8.99 RED BARON 12.99 ------ Zool 2 10.99 10.99 U027 Fake Memory for a 1200 1.25 
Alfred Chicken 17.9917.9917.99 G Taylors Soccer Challenge 8.99 Red Heat 6.99 U028 Action Replay For The 600 1.25 
Alien Breed 2 19.99 Grand Prix Circuit 8.99 Reunion 22.9922.99 EDUCATIONAL U029 Amiga Tutorial 1.25 
Alien Breed 3D 19.9919.99 Guardian 19.9919.99 Rick Dangerous 6.99 U030 A.C.E.S Database 1.25 
Alien Olympics 19.99 19.99 GUINESS DISC OF RECORDS ............... ------ ~----- 16.99 Rick Dangerous 2 8.99 U031 Abases v1.33 1.25 
All Terrain Racer 17.9919.9919.99 Gunboat 4 10.99 Rise Of The Robots 25.9927.9922.99 10 out of 10 Dinosaurs (Ali Ages 18.99 U035 Text Plus v4.00 1.25 
Allo! Allo! 16.99 Gunship 10.99 Risky Woods 10.99 10 out of 10 Driving Test (Learners 18.99 U037 Ultimate Cheats And Solutions 1.25 
Altered Beast 6.99 GUNSHIP 2000 ™ 12.9922.9919.99 Road Rash 10.99 10 out of 10 Early Essentials (3-7) 18.99 U038 Number Pad For 600 1.25 
Amazon Queen 19.99 Hanna Barbera Animation 29.99 Robocop 2 6.99 10 out of 10 English (6-16 18.99 U039 Calorie Base 1.25 
Amberstar v2.0 19.99 Hardball 8.99 Robocop 3 0.99 10 out of 10 Essential Maths (5-12) 18.99 U040 J R Comm 1.25 
Another World 12.99 Hard Drivin tl 8.99 Robinson's Requiem (A500+) 22.9922.99 2.99 10 out of 10 German (8-16) 18.99 U041 Race Raptor 1.25 
Apidya 8.99 Hard Nova 8.99 Rome ADS92 12.99 10 out of 10 French (8-16) 18.99 U042 Pools Pools V2 1.25 
Apocalypse 17.99 Head over Heels 6.99 Rugby League Coach 19.99 10 out of 10 Junior Essentials (5-11 18.99 U043 Training Log 1.25 
Arabian Knights 8.99 9.9912.99 Heart of China 12.99 Rules Of Engagement 2 22.99 10 out of 10 Maths Algebra (6-16) 18.99 U044 Mastie Niblick 1.25 
Arcade Bowling 10.99 Heimdall 8.99 Ruff n Tumble 17.99 10 out of 10 Maths Numbers (6-16) 18.99 U045 D-Solve 1.25 
Arcade Pool 8.99 12.99 Heimdall 2 22.9922.9922.99 Run the Gauntlet 6.99 10 out of 10 Maths Statistics (6-16) 18.99 U046 Lockpic v2.0 1.255 
Archer Macleans Pool 10.99 High Steel 6.99 -- Sabre Team (Enhanced) 20.9920.99 10 out of 10 Structured Spelling (-9) ....18.99 U047 Relo Kick v1.4 1.25 
Armour Geddon 16.99 HIGH SEAS TRADER .................cccccccccccece ooo 22.99 ------ Sci 6.99 ADI GCSE Maths/English/French 22.99 U048 Procad Electroid 1.25 # 
Armour Geddon 2 Codename Hellfire..17.99 History Line 1914-18 22.99 Second Samurai 19.9919.9919.99 ADI Junior Counting (4-5) or (6-7 13.99 U049 Dividends Winner 1.25 
Award Winners 2 19.99 Hook 8.99 SENSIBLE GOLF 19.99 ------ ------ ADI Junior Reading (4-5) or (6-7 13.99 U050 Odds On 1.25 § 
B 17 Flying Fortress 12.99 Hoyles Book of Games 1 or 2 or 3 10.99 Sensible Soccer International 13.99 16.99 Better Spelling (8-10) 13.99 U051 Power Copier 1.25 
Baldie 19.9919.9919.99 Hucklebury Hound 8.99 SENSIBLE WORLD OF SOCCER 19.99 ------ ------ Better Maths (12-16 13.99 U052 Essential Virus Killer 1.25 & 
Banshee 19.99 19.99 Hudson Hawk 6.99 Sensible Soccer Internationa! 13.99 Cave Maze (8-12 10.99 U053 Soccer League 1.25 
Barbarian 16.99 . Humans 1& 2 19.99 Settlers 19.99 Count and Add (3-5 8.99 DEMOS & RAVE 
Bart v's the World 17.99 . Immortal 10.99 Shadow Warriors 6.99 Fraction Goblins (8-13 10.99 D001 Night Breed 1.25 
Base Jumpers 17.99 19.99 Impossibie Mission 2025 19.9922.9917.99 Shadowlands 8.99 Fun School 2 (-6) or (6-8) or (8+ 6.99 D002 Iron Maiden Slideshow 1.25 
Battiechess 19.99 Indiana Jones - Atlantis Adventure 24.99 Shaq Fu 17.99 Fun School 4 (U 5),(5-7) or (7-11 16.99 D003 Good Morning Vetnam 1.25 
Battle Isle ‘93 17.99 indianapolis 500 10.99 Shuttle - Space Flight Simulator 12.99 Fun School Maths (7-11 17.99 D004 Creep show ‘ 1.25 
Battlehawks 1942 12.99 insight Dinosaurs 26.99 Sierra Soccer 16.99 Fun School Paint & Create (5+ 17.99 D005 Fracion horror show 1.25 
Batman Returns 16.99 Intelligent Strategy Games 19.99 Silent Service 2 12.99 Fun School Spelling Fair (7-13) 17.99 D006 Total Recall Slideshow 1.25 
Beach Volley 6.99 *° International Gol 12.99 Lf SS. RSs ea PS 26.99 ------ Groliers Interactive Encyclopedia D007 Evil Dead (1 meg) 1.25 
BEAU JOLLY COMPILATION 22.99 nnnnn- -nnn>- ishar 3 22.9926.99 Sim Classics (Ant/Life/City) 22.99 Junior Typist (5-10) 10.99 D008 Batman Cartoon 1.25 
BENEATH A STEEL SKY 20.99 ------ 19.99 it's International Cricket 18.99 18.99 Sim Life 10.9922.99 Kid Pix 10.99 D009 Robocop 1.25 
Benefactor 17.99 17.99 Ivanhoe 6.99 Simon The Sorceror 22.9926.9926.99 Magic Maths (4-5) 13.99 D010 Viz Slideshow 1.25 
Big Sea 19.99 Jack Nicklaus Greatest 18 Holes 6.99 SIMON THE SORCEROR 2. 22.9926.9926.99 Maths Dragons (6-13) 10.99 D011 Not The 9 Oclock News 1.25 
Birds of Prey 12.99 James Pond 6.99 Simpsons ; 8.99 Maths Mania (8-12) 13.99 D012 Raider Of The Lost Ark 1.25 
Black Crypt 10.99 James Pond 2 - Robocod ones 19.99 Sink or Swim 8.99 8.99 Mix and Match (3-5) 8.99 D013 Predator Demo 1.25 
Blastor 17.99 James Pond 3 19.9919.99 Skeleton Krew 22.9922.99 Noddy’s Playtime or Big Adventure (3+). 16.99 D014 Safe Sex 1.25 
Bloodnet A500+ 19.9926.99 Jaguar XJ220 8.99 Skidmarks 12.99 Picture Fractions (7-10) ‘ 10.99 DO15 Stealthy 2 (1 meg) 1.25 
Blitz Tennis 19.99 Jetstrike 17.9919.9919.99 SKIDMARKS UPGRADE 12.99 ------ ------ Reasoning With Trolls (5-12 10.99 D016 Jimi Hendrix Slideshow 1.25 
Blitzkrieg 6.99 Jimmy White's Snooker 12.99 Skidmarks 2 19.99 19.99 Thomas the Tank Engine Collection.....12.99 D017 Kim Wilde Slideshow 1.25 
Blitzlight 29.99 John Barnes European Football 8.99 ----- 9.99 Skitchin 17.9917.9917.99 Thomas the Tank Engine Paint Package..10.99 D018 Holsten Pils 1.25 
Biue Angels 8.99 John Madden Footbal! 10.99 Sleepwalker 8.99 19.99 Tidy The House (6-10 10.99 . D019 Popeye Meets The Beach Boys 1.25 
Bobs Bad Day 10.99 Jungle Strike 17.9918.9918.99 Sly Spy 6.99 D020 Star Trek Animations 1.25 
Body Blows Galactic 19.99 K240 - Utopia 2 19.99 Snapperazzi 13.99 JUNIOR ADVENTURES D021 Moonwalker Demo 1.25 
Body Blows/Superfrog/Overdrive 19.99 KGB 12.99 Soccer Kid 9.99 9.9919.99 D022 Mike Tyson (1 meg) 1.25 
Bravo Romeo Delta 8.99 KICK OFF 3 EUROPEAN CHALLENGE ..16.9919.9922.99 Soccer Team Manager 10.99 Robin Hood (8+ 13.99 D024 Terminator 1.25 
Breach 3 22.99 Kid Chaos 17.9919.9919.99 Software Manager 17.99 Scrooge - A Christmas Carol (8+ 13.99 D025 Aliens Demo 1.25 
Brian The Lion 19.9917.9917.99 Kids Rule OK 12.99 Soup Trek (The Search For Stock 19.99 Spellbound (7-16) 8.99 D026 Life Of Brain 1.25 
Brutal 19.9919.9919.99 KIND WORDS 3 (WORDPROCESSOR)..22.99 ------ ------ Sooty & Sweep 6.99 The Three Bears (5-10 13.99 D027 The Garfield Slideshow 1.25 
Brutal Footbal! 13.9919.99 Kingpin . PS 10.9912.9912.99 Space Academy 19.99 17.99 Wind In The Willows (6+) 13.99 D028 Teenage Turtles Slideshow 1.25 
Bubba n Stix & Premier 13.99 Kings Quest 1 or 2 0r3o0r4or5 12.99 Space Crusade 8.99 Wizard Of Oz 13.99 D029 WWF Slideshow 1.25 
Bubble Bobble 6.99 Kings Quest 6 . 22.99 Space Quest 1 or 2 or 30r4 12.99 DO30The Gathering GFX Zo 
Bubble & Squeak 17.9919.9919.99 KNIGHTS OF THE SK 10.99 ------ ------ SPEEDBALL 2... 8.99 -12.99 JOYSTICKS & D041 Enterprise leaving Dock 1.25 
Budokan. 10.99 Krusty’s Super Funhouse 17.99 Speris Legacy 19.99 19.99 D042 Girls of Sport 1.25 
Bump N Burn... 17.99 19.99 Last Ninja 2 6.99 Spherical Worlds 17.99 17.99 ACCESSORIES D043 The Run (1 meg) 1.25 
Bully’s Sporting Darts 8.99 Leading Lap 19.99 19.99 Stardust Special Edition 9.99 D044 Star Trek Animations 2.50 
Bureau 13 19.9919.99 Legacy of Sorasil 17.99 17.99 Star Crusader 19.9919.9919. 99 D045 Jesus On E's 1.25 
Burning Rubber 16.99 17.99 LEGENDS OF VALOUR 12.99 - Stariord 22.99 10 Capacity 3.5” Disk Box 1.99 0046 How To Skin A Cat 1.25 
BURNTIME ....... 17.9917.99 ------ Leisure Suit Larry 1 or 20r3 12.99 Street Fighter 2 12.99 40 Capacity 3.5” Disk Box 499 D047 Calendar Girls 1.25 
California Games 2 7.99 - Lemmings 1 19.99 Strike Fleet 10.99 50 Capacity 3.5” Disk Box 5.99 D048 Rave Vision 1.25 
Campaign 2 22.99 Lemmings Double Pack 19.99 Striker 8.99 19.99 80 Capacity 3.5” Disk Box 6.99 D049 Techno Warrior 1.25 
Cabal! 6.99 LEMMINGS 3 19.9919.99 ------ Strip Pot 19.99 100 Capacity 3.5” Disk Box 7.99 D050 Jesus Loves Acid 1.25 
Cadaver/Pay Off 12.99 Lethal Weapon 8.99 Stun Runner 6.99 Analog Joystick Adaptor 499 D051 House Samples 1.25 
Campaign 2 22.99 Links - The Challenge Of Golf 12.99 Stunt Car Racer 6.99 Cheetah 125+ 7.99 0052 Rave Length 1.25 
Cannon Fodder 2 19.99 SoD Ee Ee ee 19.99 ------ S.U.B 19.99 Cheetah Bug 11.99 MUSIC 
Cannon Fodder 20.99 19.99 LITHL DIVIL bosvbastenegiodindediashecscedie Seed iemaess 19.99 Suburban Commando 16.99 Competition Pro Joypad for CD32 13.99 M028 Pink Floyd The Wall Remix 1.25 
Cannon Fodder/Settiers/T2/Chaos Eng 22.99 Lombard RAC Rally 6.99 Subversion 8.99 Freewhee! Steering Wheel 24.99 M029 No Limits 2.50 
Cardiaxx.. 8.99 Lords of the Realm 22.9922.99 J £0) RA ee 22.9919.99 Gravis Advanced Switch Joystick 22.99 M030 Cybernex ; 1.25 
Carrier Command 4.99 DT Ge aecconpnccsepscontocccncccesasieseeeenccncens) SUSSSS  Soens 22.99 Super Hang On 6.99 Gravis Gamepad 15.99 M031 Motiv-8 1.25 
Castile Master.. ‘ 6.99 Lost Vikings 19.99 19.99 Super Space Invaders 8.99 Mouse 10.99 M032 Sound Track Slampler (4 disks) 4.99 
Caesar Deluxe... 12.99 Lotus Turbo Trilogy 22.99 Super League Manager 19.9919.9919.99 Mousehouse 1.99 M033 Sound Effects Pa 
Champions of Sport a von 3.99 ~ oe LOVERS GUIDE .n..ccccsccssccccscccscsccscccccsscgs Stteee ennees 19.99 Super Loopz 17.9919.99 Mousemat ; 1.99 GAMES 
Championship Manager End Of Season 11.99 Lure Of The Temptress 12.99 Super Methane Brothers 8.99 8.88 Joystick Extension Cable 6.99 G014 Zalycon 2.50 
Championship Manager Italia 16.99 -- M1 Tank Platoon 12.99 Super Monaco Grand Prix 8.99 Joystick Y Splitter 4.99 G015 Earth Invaders 1.25 
Championship Manager Compendium 17.99 Magicians Castle “ 19.99 Super Putty 12.99 Logic 3 Delta Ray Autofire JY 156 10.99 G016 Psycho Santa 1.25 
Chaos Engine 9.99 19.99 Manhunter “New York” 12.99 SUPER STARDUST .........ccccccecccccceetceee Stee 19.9919.99 Logic 3 Quatro GT Autofire JT155 10.99 GO17 Mayhem 1.25 
Charlie J Cool 13.9913.99 Manhunter “San Francisco” 12.99 Super Streetfighter 2 20.9920.9920.99 Logic 3 Quatro JT154 8.99 G018 The Fun House 1.25 
Chase HQ 6.99 Maniac Mansions 10.99 - «<--  Superfrog 12.99 Quickjoy Jetfighter 11.99 G019 Amos Games 1.25 
Chuck Rock 1 & 2 +--+ 13.99 MAN UTD - THE DOUBLE 19.99 ------ 19.99 Superskids 19.99 Quickjoy Pedals 13.99 G020 Games Galore 1.25 
Civilisation 22.99 Marvens Marvellous Adv 19.9919.99 Supremacy 10.99 Quickjoy Topstar 17.99 GO021 Quadrix (pal only) 1.25 
Classic Board Games 8.99 Master Axe 19.9919.9919.99 Tactical Manager - Eng or Scots or Italian ..19.99 Quickjoy Turbo 10.99 G022 Buzzard 1.25 
CLASSIC COLLECTION - DELPHINE 19.99 ------ ------ Match Day Manager 8.99 TACTICAL MANAGER 2 19.99 ------ ------ Saitek Megagrip 2 Autofire MX220 10.99 G023 Break Out 1.25 
CLASSIC COLL - LUCAS ARTS 19.99 ------ ------ Maxiplan 4 (Spreadsheet/Database) 22.99 Team 17 Collection Volume 1 19.99 Screenbeat 3 Speakers $8203 12.99 G024 DEmolition Mission 1.25 
Club Football 19.99 19.99 Mean 18 8.99 Team Yankee 12.99 Screenbeat 4 Speakers SB204 11.99 GO025Lady Bug (not 600 or 1200) 1.25 
Cohort 2 . 19.99 Megarace 22.99 Test Drive 2 6.99 Screenbeat 5 Speakers SB205 11.99 G026 Depth Charge 1.25 
Colonels Bequest 10.99 Megatraveller 12.99 Test Match Cricket 16.99 Screenbeat Pro 50 Speakers SB250 32.99 G027 Addams Famly 1.25 
Combat Classics 2 19.99 Messengers Of Doom 19.99 Terminator 2 6.99 Screenbeat RCA Adapter Cable 1.99 G028 Tetren 1,25 
Combat Classics 3 22.99 MICROPROSE GOLF wee V2.GQ nenene ---0e- Tetris 16.99 Screenbeat Power Supply 7.99 G029 Dual 1.25 
Complete Chess 22.99 Micro Machines 17.99 T.F.X 26.99 Suncom Slik Stick cesseseeneetecereeeeeeeeeeeeD 9 GOZO Spitfire Assault 1.25 
Cosmic Spacehead 17.99 Midnight Resistance 6.99 Theatre of Death 9.99 Suncom Tac 2 7.99 G031 Tetris Pro 1,25 
Craft for AMOS 17.99 Midwinter rd 10.99 The Big 6 - Dizzy 12.99 Wico Q Stick 4.99 G032 Relayer.. Hl vee 28 
Crash Dummies 17.99 Midwinter 2 12.99 The Blue & The Grey 22.99 G033 Bomb Jacky 1.25 
Cruise For A Corpse 12.99 MIG 29 Fulcrum 10.99 The Clue 19.9919.9919.99 PD & Shareware G034 Top Secret 1,25 
Crystal Dragon 22.99 Mighty Max 17.99 19.99 The Games 10.99 G035 Flagcatcher 1.25 
Curse of Enchantia 12.99 Military Masterpieces 19.99 The Greatest - Compilation 21.99 BUSINESS G036 Wizwar 1.25 
Cybercon 3. 10.99 Mini Office 35.99 The Publisher 22.99 BO001 A-Gene (1 meg) G037 Battlements 1.25 
Cyberspace 22.99 MONKEY ISLAND 1 OR 2 12.99 - Their Finest Hour 12.99 BOO2 Business Card Maker G038 Calculus Combat 1.25 
Cyberwar 31.99 Moonbase 34.99 Their Finest Missions 9.99 8003 Database Master G039 Blob 1.25 
Cyberworlds 12.99 Moonwalker 6.99 THEME PARK........ 22.9922.9922.99 BO04 Ami Cash G040 Sector 1.25 
D Generation 12.99 17.99 Monopoly 18.99 Toki 8.99 BO005 Amibase Prof G041 Gush 1.25 
D Thompson's Olympic Challenge 6.99 MORTAL KOMBAT 1 OR 2. 19.99 ------ ------ Top Gear 2 17.9817.9919.99 BO06 600 Business Letters G042 Smurf Hunt 1.26 
Dark Seed 12.99 19.99 Mr. Blobby 13.99 13.99 Total Recall! 6.99 BO007 Text Engine G043 Super League Manager 1.25 
Dawn Patrol 22.9922.99 Mr. Nutz 17.99 TOWER ASSAULT 13.9913.9919.99 BOO8 PC Task G044 Quiz Master & Editor 1.25 
DEATH MASK 16.99 ------ 19.99 Music X 2.0 59.99 Tower of Souls 19.99 19.99 BOOS File-a-fax G045 Revenge Of The Mutant Camels 1.25 
Deluxe Paint V 59.99 Mutant League Hockey 17.9917.99 Tracon 2 22.99 B010 QED G046 Tank Attack 1.25 
Dennis & Gnasher 16.99 Narco Police 5.99 Traps & Treasures 17.99 17.99 B011 A-gragh G047 White Knight 1,25 
Detroit 22.9922.99 Navy Moves 6.99 Trivial Pursuit 6.99 B012 Text Pius VERSION 4 G048 Wibble World Giddy 1.25 
Demomaniac 17.99 New Zealand Story 6.99 Trivial Pursuit Deluxe 19.99 B0O13 Analytic ALC G049 Pixie Kingdom 1.25 
Deep Core, 17.99 19.99 NHL Hockey 95 27.99 27.99 TURBO TRAX A ee BO14 Cheque Book Account 1 G050 American Star Trek 2.50 
Desert Strike. 12.99 Nick Faldo's Golf 12.99 22.99 U.F.O 22.9922.9919.99 BO15 Stock Analyst 1 G051 Atiantis .1.25 
Dino Detective Agency 12.99 Nigel Manselis World Championship... 8.99 19.99 Ultima6é F 12.99 BO16 Little Office 1 G052 Adventure Soultions (not 1200) 2.50 
Disposable Hero 17.99 12.99 Nightbreed 6.99 ULTIMATE BODY BLOWS ooo. weeeee ween 19.99 B017 Budgets V1.34 1 G053 Legend Of Lothian 1.25 
Dizzy the Big 6 12.99 Night Shift 10.99 Ultimate Golf 8.99 EDUCATIONAL G054 Iron Clads (not 1200) 2.50 
Dogfight 12.99 - On The Ball-World Cup or League 19.9922.99 Ultimate Soccer Manager 19.9919.99 E001 Education 1 1 G055 Wizars Wars 1.25 
Dragon Ninja 6.99 . Operation Harrier 8.99 Uncovered 17.99 E002 The Bible (4 Disks 4 G056 Fortress (demo) 1.25 
Dragonstone 19.9919.9922.99 Operation Stealth 11.99 Universe 22.99 22.99 E003 World Databank 1 G057 Neighbours Adventure 2.50 
Dreamweb 22.9922.99 Oriental Games 8.99 Untouchables 6.99 E004 GCSE Maths 1 G058 Space Rescue 1.25 
Dune 1 or 2 12.99 Outrun Europa 8.99 Utopia 8.99 E005 Astronomy 1 G059 Dungeon Dvelerr 2.50 
DUNGEON MASTER 2.0.00... mmr 22.99 ------ Overdrive 8.99 Valhalla - Before the War 22.99 E006 Total Concepts 1 SPORT 
Elite + 12.99 — OVERLORD ; 22.G9 wnnnne xvens Valhalla - Lord Of Infinity 19.99 E007 Bank Talk 1 SP001 Top Of The League 1.25 
Elite 2 - Frontier 19.99 19.99 Pang 6.99 Voyages Of Discovery 13.99 E008 Dunks DTP 1.25 $P002 Scottish Football Manager 1.25 
ELITE 3 - 1ST ENCOUNTERS ----- 19.9919.99 Patrician 12.99 Vital Light 19.99 19.99 E009 Colour The Alphabet 1.25 SP003 18th Hole 2.50 
Embryo 17.99 17.99 Parasol Stars 8.99 Walls Of Rome 12.99 E010 The Highway Code 1.25 SP004 Mr.Men Olympics 2.50 
Emerald Mines 12.99 PEN PAL(WORDPROCESSOR) 24.99 wnnnee weneee Walker 9.99 E011 Junior Maths 1.25 SP005 Slambal! 1.25 
Empire Soccer ‘94 19.99 Perihelion most 19.99 Wembley International Soccer 17.9919.99 E012 Electronic Train Set (1 MEG) 1.25 SPO006 Strikebal! 1.25 
Epic 12.99 PGA European Tour 17.9917.9917.99 Wembley Rugby League 17.9917.99 E013 Learn & Play 1 1.25 SP007 Amos Cricket . 1.25 
European Champions 10.99 PGA Tour Golf 12.99 Whales Voyage 19.99 E014 Learn & Play 2 1.25 SP008 Grand Prix Simulator 1.25 
EVASIVE ACTION 19.99 ------ 19.99 Pictionary 6.99 Wild Cup Soccer 17.9917.9919.99 E015 Treasure Hunt 1.25 SIMULATIONS 
Excellent Games Compilation 22.99 PINBALL DREAMS & FANTASIES YB: WING COMMANDER 12.99 ~----- ------ E016 Wraithed One 1.25 SM0015 Simulation Games (not 1200) 1.25 
Exile 19.9919.9919.99 Pinball Fantasies 8.9919.9924.99 Winter Gold 12.99 E017 Story Land 2 1.25 SMO002 Return To Earth 1.25 
Exterminator 17.99 . . PINBALL ILLUSIONS 00... 19.9919.9919.99 Wizkid 10.99 E018 Wotitsname 1.25 SM003 Napoleonic Warfare Sim v5 1.25 
Extractors ---19.99 PinbaH Magic 6.99 World Class Cricket 19.99 E019 Speak & Spell 1.2 SM004 Wheel! of Fortune (not 1200) soceseeet Uae 
Eye Of The Beholder 1 or 2 12.99 . Pirates 10.99 World Class Leaderboard 10.99 CREATIVE SM005 Card Sharp 1,25 
FORMULA ONE GRAND PRIX 12.99 ------ ~--+-- Pirates Gold 19.99 World Cup Golf 29.99 C001 Slide Show Creator 1.25 SM006 Sub Attack 1.25 
F1 World Championship Edition 19.99 . Pinkie 17.9917.9919.99 World Cup USA ‘94 17.99 C002 Labe! Designer 1.25 SM007 Roulette 1.25 
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FIFA SOCCER........ 19.99 waves sevens Powerdrive 19.9919.9919.99 WWF2 8 99 C011 Word Power 1.25 TOK PRECISION UNBRANDED 
Final Fight 8.99 - Powerhouse ; 22.9922.99 Xenon Il 8.99 C012 Font Farm 1.25 Low High Low High Low High 
Final Over 10.99 12.99 Powermonger & Data Disk 12.99 X-IT - Zonked 19.99 C013 Wine Maker 1.25 
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lashback 12.99 Premiere al 12.99 Zak McKraken 10.99 C015 Print Studio 1.25 
Flight of the Intruder 8.99 Premier Manager 3 17.99 17.99 Zee Wolf 19.99 C016 Garden Designer 1.25 = au a bap mt Me = : ~ asun 
Flight Sim 2 Great Britain Scenery 26.99 Premier Manager 3 Multi Edit System .10.99 Zool 1 or 2 ---19.99 C017 X Beat 1.25 . ' : ; 
Flight Sim 2 Japan Scenery 13.99 Prime Mover sous 10.99 UTILITIES 100 52.50 62.50 32.50 52.50 29.99 42.50 
Flight Sim 2 Hawaiian Scenery 13.99 Prince Of Persia ; 6.99 U003 The Workshop 1.25 
Flight Sim 2 USA No 12 New York 13.99 Project X ..10.99 SPECIAL OFFERS U006 Address Book 1.25 RECYCLED DS/DD Low Density 
Flight Sim 2 Western European Tour..,13.99 ~ Pro Tennis Tour - 6.99 U008 Asteroid 125 10@ 2.99 20@5.50 50@ 12.50 100 @ 22.50 
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We believe that a picture paints a thousand words. Well, big ones do andi Shuey 


Arse, though. It’s a 


anyway. Small ones paint far fewer, and many only fill the space of ae ‘term’ we at The One 
say, 50 or so. The One aims to strike a balance between big pictures e use a lot — but what 
and small pictures to keep the words down to minimum. Which means siesta Ss ey pia 
it’s less boring for you. Hurrah! in a gameular sense if 


‘arse’ isn't Akira, it's definitely 
International Rugby Challenge. 
“Otherwise,” warbled the increas- 
ingly pot-bellied taffing-stove, “it’s 
a big fleshy, squashy thing for sit- 
ting on and doing a poo, er, 
through.” Aha-ha-ha. Speak for 
yourself fatso, mine’s quite pert. 
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Pizza Tycoon... absolutely top- 
ping game? 
MATT BROUGHTON 


The Matterhorn reck- 
ons that “quintessen- 
tially” (marvel, read- 
ers, as big word exits 
wee brain), ‘arse’ is 
Football Glory and 
; indeed, Empire Soccer, not to men- 
Ultimate Soccer Manager... a tion Rackney’s Island. The semi- 
club for the head? barbered simian also cites The 
Arsenal as something he holds 
close to his ‘arse’, while Council 
Tax and ‘electricity meters with 
keys’ also feature at the bottom of 
his pile. As do piles. And Uranus. 


| HARRY ATTRILL 
international Golf... supporting Hmm... Ants? Peas? | 


58 ATR CD32 Team 17 green piece? —_ don’t know much 


about ‘arse’, but | can 

define a ‘bummer’ 

for you. A ‘bummer’ 

; moves the ‘coastline’ 

of Britain 20 miles in-land so that 
raw effluent from the City of Hull 
can ‘legally’ be dumped in the 
Humber Estuary because it is now 


59 PREMIER MANAGER 3 Gremlin Exite A1200... making reprise classified as ‘sea’, thus saving £50 


sovesootevacnussisedeues’vessabiqeasampneuenanehoeedaasbeneerssiercunaebeetenents Siadeaasadcabdianaxa Eesgeaaneemesend es cecsthiiass obs return from er, Exile a 
million on the cost of a sewerage 
@®eeeeoe eg eoeedeoeedeeeeeeeeee ee O88 @ OO ORs ra 
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The ‘Overall’ score is not an average LS Fair to good. Lots of nice AIRS: OOUGRY YON 
mark. It simply encapsulates the review- [1_7f)' D - points, but in no way perfect 
, - wit U ie . is ' 
. Graphically speaking, 
ME aoe. ss ‘A Pe ve . % 
hR49r@ Rubbish. Offensively low a me a Pretty damn smart. Well above > 7 spams aie on 
" as - ee quality. Arse, even. TW"Ug eo average. girl), points the ‘arse- 
finger’ at “all football 
Rae KE. s GAMES: +1. RANEY 
AP 400 ° Py else, Jo? You don't like any foo 
4t_4n@ Below average. Not accept- a Ane. Extremely good but just short Ise, Jo? You don’t lik food 
V 1719 able by today’s standards. {/"¥ij/g of excellent. Well done. much do you? Is food ‘arse?’ “Shut 
coed as al yer face!” she snapped. “Just say 
‘hello’ to my Dad, who will proba- 
vomit . Ps =g- . isi 
cn anm Above average. But still on = Excellent! Magnificent in every Ariane feelin oe ir 
ALLAH le of me for Cae? )«=s way. Go and buv it. Now. newsagent without buying the 
uur P nty cee y- 4 magazine.” Okay. ‘Hello’, and 37 
improvement. — thanks a lot mate. 


s a fruitsome teenager | 
was extremely poor. Not 
an uncommon situation 
I'm sure, and certainly not the 
first one to have been resolved by 
getting a part-time job. So, with 
this in mind, myself and my then- 
girlf plodded off to the sprawling 
metropolis that is Upminster, in 
search of a curious creature 
known simply as a ‘job’. 

Girlfy drew the short straw 
and ended up working out in 
the cold from 6am to 6pm at a 
greengrocers, while |, ‘Lucky 
Jack Luck’, secured some gainful 
evening employment in the 
Kebab and Pizza Palace. 

Each night after school I'd 
cycle to work, stay nice and warm 
in front of the kebab grill, stuff 
myself full of weird pizzas, 
become very fat indeed, and then 
get paid for it. | prayed those 
days would never end. But, alas 
and alack they did... 

Apart from the odd bit of 
home cooking (and | mean odd) 
I've had to say goodbye to my 
pizza making days — that is, until 
now. Yep, thanks to MicroProse’s 
latest release, now anyone can 
enjoy the delights of not only 
making pizzas, but running a 
restaurant, sabotaging competi- 
tors establishments, and even 
contacting the local Mafia for a 
bit of extra dosh. 

Though good furnishings use up a 
fair amount of dosh, it is worth 
taking the time to make your 
restaurant look nice because not 
everybody wants to eat in a place 
that looks like one of Harry‘s 
shirts. Apart from the obvious 
plants and candles, you can 

invest in cable TV and 


even arcade machines to 
~ “jw keep the punters happy. 
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ry vere 

Yoru ae ay iad ak 2itt ky enough to find a cheap, busy 

ATES TR ow that your restaurant exists — so 

is ‘re a bit short of cash you can take 
u* paper , or flyers, but to pull in the big spenders you'll, cia 

i 1S es a dectat TV campaign. There are a whole host of directions just itching 

pag ae to take your money away, so sit back and take your pick! 
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restaurant all all r 
mission. © 
you create 


FT a ae 


Restaurant Furnishings | | 


Classic Blue 
price | $258 


Cappuccino 
Price ; 


Depending upon how rich your character is and ree 
you feel about loans, you'll have to decide between 
cheap and cheerful, or posh and toffee-like. 
Obviously, you have to take into consideration the 
area you're in, so a region filled with discos and bars 
is less likely to care about appearance than a crusty 
business block. 
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Though I've hardly shown you any of the statisti- 

cal data available in Pizza Tycoon, this is one of the 

more helpful screens, as it gives you an idea of the sort 

of pizza your populous will be looking for. The area my cur- 

‘rent restaurant is in has a large number of office 

aft? workers, and this graph shows me that they're really 
boss pair" _ into salty, hot, spicy creations. Fairly obviously, there’s no 
Be! = ~~) point having a menu full of pineapple and strawberry pizza 
why in this area. Unless you're bloody stupid that is. 
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Before you can open any restaurants you 
need to staff it with both a chef and a waiter. 

This is a simple affair and involves paging 
through the various folk on offer, comparing their 
skills to the amount of money they expect. This par- 

ticular chef is pretty good because he is fairly 
cheap, but has a high cooking skill. One down 
side is his low management skill but, again, 


os : * 
this isn't too important because I'll probably =, 
Stl Ta 


get an overall manager anyway. 
) ean aii aaciinaae Like the ‘The 


Little People’ in 
Theme Park, the 
punters will 
gladly tell you 
whether your 
place looks like a 
toilet or a rail- 
way station, and 
moan about the 
quality of your 
pizzas. In case 
you're wonder- 
ing, ‘Old Mr 
Salty’ is one of 
Attrill’s special 
creations, featur- 
ing caviar, salt, 
anchovies, salt, 
olives and just a 
sprinkle of salt. 
Blerg! 


Sasa oe oe 
458 330m 


| am eating Old Mr 
Salty . This plac e is 
cheaper than next 
door 


TO SEE YOU... 


es, hello and welcome to The Generation Game. It’s time to 
challenge another restaurant to a pizza competition, so sit 
back and watch as the computer draws the chosen pizza 
(keeping an eye on what ingredients are being used) and then see 
how quickly and accurately you can duplicate it. Marks are award- 
ed for presentation, as well as correct use of stock. | wasn’t too 
bad with the shape, but managed to use cherries rather than, 

er... what ever those little red things actually were (damn!). 
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MAKE FOR YOU A 


‘SPECIAL PIZZA! 


.- 

>, Okay, first things first. Grab your- 
self a nice fresh pizza base and 

prepare to go (quite literally) over 

the top with ingredients. There's no limit 

to the amount of ingredients at this point, 

so create whatever you fancy and worry 

about buying the actual stock later. 
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Great fun, I'm sure you'll agree! 


¢ 


— 


PLocmTion Safe noreer si 


As well as beating the competition through sheer 
management and culinary skills, you can, of course, 
cheat. The best was to sabotage your competitors is to 
pop into their restaurant and cunningly leave them a 
‘gift’. The list of goodies in the joke shop, (pictured 
above), features smelly cheese, rats and stink bombs. 
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» 
2 ”*° As my old pizza restaurant manag- 

er was keen to point out, “don't give 

‘em too much, cause it keeps the cost 

down.” Hmm, a fine sentiment, but you're not 
gonna’ get far without the essentials. Firstly, 
a nice even layer of fresh tomatoes, and then 

a light sprinkling of mozzarella. Yummy. 
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Left: There are about a 
million ways to view 
all of the information 
within Pizza Tycoon, 
and though | generally 
have no time for page 
after page of statistics, 
it really is of great use 
here. This particular 
map has three levels 
of zoom, and allows 
you to highlight and 
examine specific types 
of property. Here you 
can see all of the busi- 
ness properties in the 
area, although you 
could use it to check 
out the location of dis- 


competitors, prop- 
erties for rent, and 
even collection 
points for Mafia jobs. 


Now | happen to know (because 
I've done a fair bit of market 
research in this area) that it’s mostly 
office workers in this area, and they're 
just gagging for something hot, salty, and 
spicy. So, let’s give em a bit of beef, mince, 
and some sausage to get things going. 


Capacity 


SE semans 


Above: Just another way of 
viewing how well your restau- 
rant is coping with demand. 
Though I've got enough room and 
stock to keep things going, | real- 
ly need another chef, a big- 

. ae ger oven, and a more skilled 

) manager. Still, looks damn 

" pretty on the page doesn’t it! 
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As the day progresses you can refer to a flowchart to check the working 
cycle of your restaurant. The top box shows the amount of orders 
taken, the second box shows your ovens and how many pizzas they’re 
cooking, while the last box shows the amount of dosh taken. Obviously, 
if you can’t produce pizzas fast enough to supply the demand, you'll 
lose customers, and potential takings. The stats in the panel show info 


such as the waiting time in the restaurant, and the overall popularity. 
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Pizza Tycoon truly is a diamond 
in the rough. | know I have a rep- | Soeeassseses: 


aes 


utation for being attracted to the 


weird, quirky releases, but | feel oo nn a Prose 
PT is both highly original, and Developer: 


damn good fun to play. It's one wi ticsics 


of those Sims like Theme Park, — £29-99 Out Now ) : 
that lets you have a go at some- tara Disk installable ) 


thing you've always fancied. 

MouseKeyboard 
Harry was a bit disappointed that 
you were limited to pizzas, but 
renting property, furnishing the 
interior, hiring staff, and the gen- 
eral running of a restaurant is a 


fun thing to do. However, the 
The sausage was a bit too big to go straight on the pizza, 


~% but thanks to my Robo-chef™ in the bottom left, I’ve developers have realised that this 
minced it up into bite-sized chunks. All that remains now is icht t b to k 
to sprinkle chopped chillies around the place, with a few whole bits mis no e enough eep 


to keep the temperature up. Ah, but what will the judges think? everyone satisfied, so the clever 


inclusion of the missions and 
Mafia connected gameplay fills 
another gap. There are lots of 
silly things that keep PT ft 

just becoming a repetit ve man 
agement game, and if F “ hire 


managers for your restaurat 


about ordering pa nw : f 

once you get involved in ‘dal , 0 

lenges and espionage. The graphics 

are colourful and atmospheric 

throughout, and though the sound is simple but effec- 

tive. Even with a four page review I've hardly scraped 

the surface of the game as far as statistical data goes, 

i "* Fine and this is where PT really excels. There's a 
= plethora of information, all of which is (just for 

= na a change!) molto useful. Just to stop snogging 

\& the game for a moment, if I had to think of something 


5 | 5.) Hmm. Well, not too bad | guess, but it’s important to 
» score well here. Not only will you get recognised as a seri- 
*. ous chef, but the perceived quality of the restaurant will 
increase accordingly. All | can do now is give it an amusing 
name, set a price for it, and wait for the punters to roll in! 


to warn potential buyers about, it would probably be 


WL eek 


that, after a few days playing (told you. — Harry.). you 
can start to crave a bit of change. Of course, I’m assum- 
ing that anyone who would consider buying PT fancies 
the idea anyway. Other than that, | really can't fault the 
program as it appears to achieve what it sets out to do. 
I've enjoyed reviewing Pizza Tycoon immensely, and 
you can be sure it'll be on my hard drive for quite a 


“ 


while to come. Hurrah! 


NOOQOAL 


Should you find normal trading a bit boring, you an spice things up by There is only one floppy version of Pizza 
getting involved with the local Mafia. They’re only a phone call away, Tycoon, but it will work on both machines 
and depending on your current status will offer you any number of without too much difference. This version 
tasks, ranging from simple courier duties to more involved restaurant yy. > | will also hard disk install on both To ~ 
attacks and money laundering. They’re also handy for ‘desperation Rae ete | machines. 

loans’ and information. Needless to say, you don't want to mess 
around with these boys or else they’ll burn down your house. 
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f Space Invaders is the first 

game people think of when 

they look back to the early 
days of computer entertainment, 
then Football Manager by that 
hairy, beardy bloke must certain- 
ly be the second. Football man- 
agement games have been plagu- 
ing game reviewers since the 
heady days of the lowly rubber- 
keyed Spectrum. It seems odd, 
then, that over a decade later 
they've changed so little. 

Impressions’ grandly-titled U/ti- 
mate Soccer Manager, in keeping 
with most examples of this genre, 
has statistics. Screens and screens 
of them, in fact, in which you can 
call up reports on your team, 
finances, ticket prices and spon- 
sorship deals. If that weren't 
enough, you also need to hand- 
pick coaches to train your squad, 
and then decide exactly who gets 
the coaching. If a coach fails to 
pull his weight, you can always 
sack him, or make him a scout 
and give him a list of skills you 
want from prospective new play- 
ers. And it doesn’t finish there: 
further preparations for the big 
day include modifying your 
grounds and surrounding area 
from a Theme Park-style view, 
and fiddling the prices for pro- 
grammes and souvenirs. 

When the time comes for the 
big match, you get to watch it all 
unfold, complete with fast for- 
ward, pause and replay. In a 
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slightly daring move, USM actual- 
ly allows you to change tactics 
and formations right in the mid- 
dle of a game — which is a dis- 
tinctly good feature, except that 
it means you need to sit through 
every game ever. 

The transfer market is also 
available for you to dabble with, 
and it’s here that the game 
begins to show its shadier side. 
Looking to be fairly topical, 
Impressions has implemented all 
sorts of dirty tricks for you to use 
and abuse on your way to the 
top. For starters, if the essential 
new talent you need is reluctant 
to sign up, you can always put 
the pressure on him by offering 
his boss a hefty bribe to let 
him go. If you fancy your 
chances, you can place a 
whopping bet for your team 
to win, lose or draw, and 
then dabble about with their 
formation just to make it 
slightly more... certain. 

When all else fails, 
though, you can 
always 
approach the 
team you're 
next up to 
play and offer 
them a huge 
wad to throw 
the match... 
Just make 
sure you don’t 
get caught! 


TUWAROT St. STAD? ry 
eS 


The filing cabinet is 3 a trainspot. 
ter’s paradise, with more stats 
than you can shake a... um, shaky 
thing at. This is, as it looks, a 
generic status screen, but it is 
possible to delve much deeper in 
than this... 


Here’s my Sala in all its alee 
Apart from acting as a pretty 
menu screen, the only things you 
can really do here are demolish 
buildings you don’t want any 
more, and jimmy the souvenir 
prices. Nothing more, nor less. 
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This is the plush manager's office 
complete with a TV, which picks 
up teletext, and a hotline to the 
bookies. There’s a fax, but the 
chairman’s a bit technophobic, 
because instead of using the old 
me Phone /fax he insists 
~ on pinning cryptic 
messages to your 
notice board. 


Visiting the slaphead chairman 
enables you to grossly inflate the 
gate prices and steal free tickets 
for the schoolkids. In addition, 
you can sell space on the advertis- 
ing boards in your grounds and 
haggle with sponsors. And, if 
you're really bored, you could 
always make him waggle his pen- 
cil. Great, eh? 
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Finally, a match. Viewed conveniently 
from a low-orbiting satellite, you get 
to watch your boys run around; and 
with the accelerate time option 
whacked up to x8 they move at silly 
speeds. This screen is actually quite 
useful as you can edit your tactics 
and instructions for each player while 
the match is in progress. 
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Having trounced the oppo, it’s back to my cosy leather chair for a 
read of the local paper. Occasionally, after a particularly good/bad 
game, you get approached by the press for comment, picked from 
the predictable list of football cliches. 
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The single most pointless 
part of the game is selling ad 
space on your hoardings. It 
adds nothing, and it earns 
you peanuts. Luckily, howev- 
er, you've got the option of 
letting the computer bore 
itself to tears doing it instead 
of you. 


Circle: A visit to the bank 
gives you the low-down on 
your financial wheeler- 
dealering for either 
the week or the 
year. If you're 
strapped for 
cash you can 


arrange a 
loan or if 
it’s rolling 

‘war eA in you can 
eee: o boost your 
arge range profits by 
of products aesevanies 
are sold by = eng 
the shopsand \™ ae tena inn 
stalls which dea ry pee 
surround your g 


club, which they est account. 


sell without any 
input from you. 
However, exactly how much 
they charge for their trinkets 
is under your control. 
Without a customer satisfac- 
tion type rating a la Theme 
Park, though, all it falls 
down to is profit or loss... 
yawnsville, Tennessee. 
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To keep your squad in tippy-tip-top condition, the training screen 
allows you to assign the attentions of your coaches to the players 
that need it the most. Clicking on “AST” prompts your assistant to 
recommend a suitable training programme. 


THE VERDICT 


Ultimate Soccer Manager is up 
against some stiff competition. 
On The Ball proved it's possible 
to create a footy management 
game focused on entertainment 
rather than stats, an innovation 
which the producers of USM 
have ignored. Though there's 
nothing wrong with USM, it's 
desperately lacking atmosphere 
while spending the necessary 
time tinkering with your players 
and scoping the transfer market Fy 
is just plain boring. Options such 3 
as handling club sponsorship and 


Publisher; Daze 
Snollmpressions.-: 


advertising add nothing to an 
already overly-complex game, = i‘ 
and even the most die-hard of a 


Don Howez-alikes will soon switch 
it off. The isometric view of the | ee ae 
grounds is pretty, but pointless, [— Sk Aaa 
as it's little more than a main Po ~ mun as 
menu screen. To its credit, USM's 

user interface is very slick. A 


right-click on the mouse brings Pr one 
up an icon panel that'll take you 9. BE Eh piso 3 


ie 
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to all the important screens in 
the game, which is why the main 
menu is fairly redundant. Shame, 
then, that when you get to most of 
them you have pages of statistics to wade through. 
Other trickery includes a working teletext TV in your 
office which offers you more stats, and a hefty filing 
cabinet containing four drawers full of... stats. The cor- 
rupt side of the game, which at first glance seems to 
hold promise, is shallow and banal. No matter how 
much money you wave at them, rival clubs never seem 
to want to throw a game, and offering rival managers 
“bungs” to let their stars go is also a hit-and-miss affair. 
Theme Park and The Settlers showed how you can 
take a dull subject like business management or eco- 
nomics and produce a winning game. If OTB offers a 
break from the norm, and Premier Manager 3 takes the 
statistics cup and polishes it until it gleams, USM merely 
proves how dull it can be when you get it wrong. 
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. THEY THINK IT’S ALL OVER. IT IS NOW. 
he FOOTBALL MASTERS 5, THE BEST OF THE REST 3 
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| AVAILABLE FROM ALL GOOD LOCAL RETAIL OUTLETS. 
= Ht you have any difficulty in finding a stockist please call our office immediately. 


NEW TRADE ENQUIRIES ALWAYS WELCOME. 
You can also BUY any of these games by direct mail from ESP @ £25.99 each incl. 


ESP Software. PO Box 557, Southend-on-Sea, Essex, $51 2NB. England. 
TELEPHONE (01702) 600557 FACSIMILE (01702) 613747 THE ONE 
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Harry Attrill likes a good) puzzie. we 
_ His favourite one featured the = ~~ 
Key members of S pectrum, standing on 
the bridge at cloudbase. Irritatingly, a bit — 
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TRE VERDICT 


Super Loopz is about plonking 
blockz on a grid. The object of 
the exercise is to close a ‘loopz'. 
Succeed and you get pointz and Brewwer 
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your grid is cleared. If you man- 


age to use all the shapez the 
computer gives you, you get a 
bonuz game, which features a 
subtle variation on the basic idea. 
Each time you fail to fit a shape 
on the grid you looze a life. Loze 
enough lives and the game is 
Over. In ‘Standard’, rather than i= are 
‘Arcade’ 


reversed — a completed ‘loopz' 


mode, the polarity is 
appears and bitz are removed by 
the computer. It then gives them 
back to you randomly and you've 
to remember where they go. In 
both cases, the more levels you 
complete, the more complicated 
the shapes become and the less B**2**2**** =? 
time you have to place them So 
far then, so groovy... but also, so 
samey. Ah, but there's more. 
Perhaps realising that the game is 

a bit repetitive, the programmers 

Have added a number of exciting 
two-player tweakz on a theme. My 
fave is the head-to-head. In this sort 
of combat the quality of mercy is not only strained, itis 
completely creamed. Beating Andy at Loopz was like; 


well, beating Andy with a nice big ztick. What else? The 


graphics are pleasant and the sound decidedly unpleas- 
ant. The music is uncannily like the rubbish Zonked! 
soundtrack — both would work nicely as opening DBars 
to the Israeli entry to the Eurovision Song Contest. As a 
puzzier, Super Loopz succeeds or fails on something 
I've just invented, called Puzzleability. As a one-player 
game it will pall sooner or later, but as a two-player job 


it gets extra markz for gameplay and longevity. 
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We like to think that we're man enough to admit when we're wrong, and by 
jingo were we wrong with this cheap platform game! Matt Broughton yields 
humbly before an actually quite bloody good game! 


pA 


hh. Now this really does 
take me back to the days 
when games looked arse 
but were good, rather than the 
other way round (ahem — Rise of 
the Robots — cough! Excuse me.) 
Yes, those were the days my 
friends, we thought they'd never 
end, er... la la la la, la la la la la la. 
Those were the days my friends, 
some-thing some-thing some- 
thing, those were the days, oh 
yes, those were the days. 

Now I’m sure many of 
you will have just read the 
previous paragraph = and 
thought ‘Hmm, not much 
plot then Matt? You'll just be 
wasting space talking crap at us. 
Again.’ And the funny thing is, 
you'd be right. Of course, to you | 
say “poo”, as it is my prerogative 
to do whatever | want in situa- 
tions such as this, but you know 
you're in trouble when the ‘plot’ 
for the game only takes up five 
lines on the game’s intro, and is 
so weak that it’s not even men- 
tioned in the instructions. But, 
anyway, here we go... 

You, Ruffian, a ‘jungle boy’ 
(whatever that may be) have been 
sent into the jungle by the ‘Witch 
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Doctor’ to rescue a number of 
tiny pixies. These pixies have 
been eaten by plants, but as 
yet, remain undigested, 
offering you an excellent 
opportunity to save them 
before tea-time. 

To help you in your 
quest, the Witch Doctor has 
left a number of potions for 
you to collect and use, along with 
a supply of pips which can be spat 
at the various denizens of 
the jungle that might want 
to eat you along the way. 
There are 17 levels to wan- 
der through, each one 
quite literally chock-packed with 
fruits and sweetmeats of a point 
scoring nature, and each one 
gradually increasing in size and 
complexity. There are lots of dif- 
ferent baddies to jump over or 
shoot as the levels progress, not 
to mention, er... all the other 
things that I've not mentioned. 

Everything is presented in a bit 
of an ‘old-fashioned-O-vision’ but 
once you pick up the joystick, 
you'll realise that deep behind its 
crispy-crunchy exterior lies a 
rather tasty little platformer. 
Game on! () 


Sub-games to the starboard bough cap‘n! Yes indeed, to Ruffian’s cred- 


it, there are tons of little bits and bobs to fiddle with as you trundle 
along in your platformular way. This particular monster is a simple 
but pleasant distraction, adopting the tried and tested ‘every time 
you hit me, a bit of my body drops off’ stand. A bit like Harry. Only 


not as crusty. 


Circle; Aladdin ahoy! There are a number of helpful toys 
to be found throughout Ruffian, including this rather __ 
attractive rug that nips in and takes you anywhere 
you fancy for a short period of time. Another of my 
particular favourites is the, er... mega-gob thing, 
that basically gives you incredibly fast rapid-fire in ( 
a nice big 360° kinda way. Excellent. a 
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Bloody hell! That’s what me and Hazza thought when we saw this 
enormous mouth roll onto the screen. Fortunately it’s not as scary as it 
looks, and if anything, is a little bit tedious. By standing on this 
demon’s tongue, each tooth in the mouth will appear in sequence, 

and it’s down to you to time and angle your shot 
perfectly to knock it them out. Ohh mummy, I'm scared! 


The goal for 
each level is to 
rescue a number 
of pixies that have 
been caught by huge 
plants and are being 
stored for later diges- __ 
tion. To release them 
you simply spit at 
them, but as the lev- 
els become bigger, 
the real task is find- . ° 
ing the gits. They are 
grateful though, and 
will come back to 7 
help you in certain 


ARSE! 


f there’s one thing that really 
ES does annoy you with Ruffian, 

it’s the ‘amusing animations’ 
the character performs when left 
alone. Though one of these does 
include showing you his bottom 


(a sure-fire crowd-pleaser) it 
means that, if you've lined your- 


self up for a good spit and are 
waiting for a particular target to 
move into position, the little ruf- 
fian might decide to sneeze, flex 
his muscles or tap his foot at the 
vital moment, thus ruining your 
shot. This is the only real moan in 
Ruffian, but it’s a right pain! 


=F 
? 
' Circle; One of the many ‘nice’ features in Ruffian 
is the ‘helping hands’ option. When these are 
, turned on, the occasional floating hand will 
appear, showing you what direction you need 
, to be heading in. This is extremely helpful on 
the later larger levels, and even more so when 
you are trying to find the exit once all of the 
_ pixies have been rescued. 
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he space levels start to get very tricky indeed; throwing a 

; i vast number of puzzles at you, based around deflecting 

. your spit off various moving ‘Pong’ paddles. These come in 

two varieties, and either involve having to trick ‘intelligent’ homing 

, i paddles (that move to block your shot), or just tests of timing and 

judgment. These can be extremely hard to work out, but are very 
satisfying to complete. Hang on, I've got a greenie brewing. 


FEET 


“Well: heii me over iaelels a 
feather and call me Stuart 
(eh? — Haz.) but this is damn 


fun! It started out as one of oy “Grandslam. 
those classic review situations, on a concen ow 
where you load a game up and sith —— 

everybody gathers round to poke SSPE posi 
fun at it, but then realise that it's = oe 
actually good fun and want a go. 7™ LERCH ORT 
It's simple and silly, but it has all — wisarumeesto s 
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the elements necessary to a ‘good eater eka ok 
plato The levels are im; _ 
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grammers have 
ad Ruffian had 
smells attached 
| aer, but then again 
we are looking s a simply plat- 
former, Ruffian ic v good, but add 
in the sporadic ¢ , ar dia | n ‘puzzle-filled worlds, 
and you're getting pretty amn good value for money. 
Some of the later levels get a little bit too crowded for 
their own good (the graveyard scenario in particular) but 
there's always a healthy supply of potions and toys to 
help you through. It wouldn't surprise me if some of the 
other mags load this up for five minutes and then just 
slag it, but | hope they take time to play through the 
game as far as possible, because there's a lot of good 
stuff hidden away behind the off-putting presentation. 


3 Ba oie fee oe Dra a = 


ee ee ee ee ee re 
- = 


1.) What a Tee shot! That's what ‘ ; — 
they call the Irish PM, isn’t it. 2.) It's still a fair way to the hole — a = = 
from here (doh!). . 
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INTERNATIONA 


in which Harry Attrill plays The Scottish Game, Matt and Andy go fishing, and the 
words ‘tea’, ‘caddy’ and ‘four’ are repeatedly mis-used with amusing, malapropic 
consequences. Act One, scene one. Enter an old fool in a night-cap, waving a kipper. 


olf. A dried blackberry : 
bum-splash from_ the : PF x > 
bowl of the night mare's “|timiera | ounlry ( Lub 


nest. A ‘sport’ more deeply 
hideous than Laura Ashley's most 
maroon and royal blue up-chuck- 
ment of sub-Victorian kitsch. And 
yet — as the sun slips out from 
behind this contagion and plonks 
a great cheddar-yellow wedge of 
joy across the firmament — it 
must be said, the inspiration for 
one or two not half-decent 
Amiga-tasting computer games. 
Games that take the tartan seat 
out of the ridiculous golfing © 


trouser; games that put the glee ~. 
g 5 P 9 Above; International Golf has two 


back on the tee. Games almost 
log courses and here they are! Later 
exactly like PGA European Tour. courses will be added in the shape LEADERBOARD 
HARRY 


Mind you, they say that of Update Disks. | 

one swallow — doesn’t | the eccentrically slap-dash among P. MICKLESON +6 

make a summer, and let /e. ioe, etip. 03 \ J. NICHOLAS +8 
me tell you, it doesn’t o begin, the player is present- 

bie particu- sass, ed with what I shall call B. GLASSUN ae 

. : . T. KYTE +9 

N. JAMES +9 


larly good golf ‘a good game kit’. 

ame either. Lots of different 
S$. TORRENTS +9 
Vv. J. SING +14 


fhe wings, green graphics, 
hee - most with some pale 
K. ERICSON +18 
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suredly | marvel- / and interesting 
lous for migration and blue bits and the 


all manner of tricksy flying, are P, odd  winsomely BUTTERFIELD +t 
far too feeble to grip the shaft of wind-whipped flag. Or even 18. MARSH +1@ 
the heavier clubs properly. No, Also, there's a simple, yet sophis- BALASTEEROS +17 


though, but seriously everyone, _ ticated, control method, sort of 
because PGA European Tour ‘au souris’ rather than ‘with 
hummed ‘Greensleeves’ while it mouse’, and all the multi-player 
stroked our collective thigh, and _ potential a young lad without 
twisted perfumed May Blossom friends could wish for in some- 
coyly through its Titian locks, | thing that comes boxed but with- 


was hoping that /nternational out breasts. 
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Sto digress for a moment, see how this 
Sapuen disappears a bit as the white letters 
go over the sandy bunker? That's what hap- 
pens to the cursor, that is! 


THE VERDICT 


It looks nice, International Golf 
does. Like a children's book enti- 
4.) Not bad, eh? tled, ‘Geoffrey says: Golf is Fun!' 
Geoffrey being a happy, roly-poly 
pig, called Geoffrey. In fact 
| G oO . everything looks nice, “espe- - 

at when you choose th 

third shot. the 


= 
TN ee 
—- >. 


cially if you We oe a 


5.) Another shot 
dropped. Oh woe! 
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, the control 


method is too complicated. Click, click, bloody click. All 
the time. You may be thinking that | t | want a game like 
this to take the = tal x f golf, mt ) something else 
— i.e. fun — and ye 3 vig think i 


example — and, Sonnet sg That's not reason 
enough for me to pan it, though. i'll admit that preju- 
dice and ignorance are the only two excuses | ever need 
to mark some bugger down. But in this case, IG's pro- 
menos Bee while I take my shot. a, ene x | grammer has provided some nigglingly maladroit game- 

riiitg a im expected to play fr a k tS play to for me to have a good hack at. Must try harder. 
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ANGST 


~~Angst bumf_givén to us 
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wasn’t aware that 
adian$ spoke a, 
different language, 
but having just readthe 


by Dem Software, | feel it 
necessary to supply a 
quick translation. Ready? 
“Beads of sweat roll 
down your body, trepi- 
dation delays each 
step and terror grips 
your heart in its icy 
grasp.” Er... no. 
None of the above. 
“Killer droids and beasts of vora- 
cious appetite stalk the cramped, 
dimly lit corridors of this desolate 
cargo freighter.” Well, ‘killer 
droids’ could refer to those digi- 
tised footballs-with-arms that I've 
been running into, and those 
plasticine donkeys might possibly 
come under the heading of 
‘beasts’, but as for the ‘voracious 
appetite’ and ‘cramped, dimly lit 
corridors of this desolate cargo 
freighter’ well, | could've sworn it 
was just a small window on my 
screen with the same digitised 
wall over and over again. 
“Strewn through the dark halls 
is evidence of the beasts’ pas- 
sage; corpses litter the grated 
deck and the sweet smell of 
blood is strong in the air.” No, I'm 
shi but I'm going to nave to 


““Rnotheh 3D-engined game is it 
“nadam? Okay, just pop your jacket 
off and stand over there with all 
would you. Dr. 

ys ghton will be out soon 

s big stick to give you a 
jolly pood prodding. NEXT!” 


Ooh mummy, I'm scared! 
Here's the lucky donkey who 
gets to inhabit this rather 


tasteful orange level — Dino 
the happy dinosaur (thing). Moving 
in a ‘three frames of animation’ 
kind of way, Dino is much harder 
than the droids to kill, and in fact 
you'll need upwards of two to 
three (yes THREE!) shots to kill him. 
Phwoar! And who said the Amiga 
was dead? 
stop you there. Coming across a 
small pile of digitised legs once 
every 20 minutes hardly qualifies 
‘strewn’ now does it? 

Sadly, all this boils down to the 
standard “you awake to find 
everyone's dead. Except you...” 
scenario anyway, and armed with 
a trusted plasma rifle you must 
explore an enormous, nay tedious 
cargo ship, trying to avoid death, 
and ultimately escaping. Hmm, | 
always like to have a nice big 
game Winslow: me... (#) 


As soon as you land, the first bad 

guy pops up in the form of this 

attack droid. Unfortunately, it's 

incredibly puny, and dies after 

only one shot. The screen lay- 

out is primitive, with all the 
RPG-like controls you've come 
to expect. Er... great. 


Er... this is a door. Not the most 
exciting screen-shot ever, | know, 
but believe me, with this being one 
of the few ‘interesting’ things 
you'll see as you wander aimlessly, 
when you come across one it’s 
time to crack open the champagne. 
“My god. It’s full of bras!” 


Dull dull dull-ady-dull. Dull. Oh 
dear, what a shame. One of the 
worst things about this job is 
having to slag off some nice 
bloke's pride and joy. The real 
troub’' with Angst is that it 
doesn't move fast enough. By 
this, | don't mean there's a tech- 
nical problem with the engine — 
in fact that’s quite nice — no, it's 
more down to how much aim- 
less wandering you have to 
endure just to bump into the 
odd defence droid or weird mon- 
Action isn't exactly the 
order of the day either, and 


ster. 


when you do run into one of the 
‘killer droids’, a single shot sends 

it crashing to the floor. A similar 
effect can be achieved with the 
plasticine donkeys by pressing 
the plasma burst. Death Mask 
was pretty poor, but at least it 
had landmarks and lobbed mon- 
sters at you all the time, Angst 
suffers from a severe lack of 
‘purpose’, and you can plod 
through the first five levels with- 
out engaging your brain at all. 
After a while you find yourself ignor- 

ing the main view and walking around by the mini-map 
in the corner. Angst is comparable to Death Mask 
because while, currently, it's pap, there's bags of scope 
for as better game based on its engine. Add some more 
graphics, different enemies, and perhaps spruce-up the 
screen presentation — then who knows? Unfortunately, 
as it stands, Angst is a lot of disks and very little fun. 
I've reviewed this as an A1200 product sim- 

ply because | couldn't handle playing it on 
anything slower. The A500/600 versh. isn’t 


too much worse, but it can be a bit ‘chuggy’. 
Don’t expect this on the CD32. 
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WIZARD GAMES 


1 NORTH MARINE ROAD, SCARBOROUGH, NORTH YORKSHIRE, YO12 7EY. Tel: 0723 376 586 


AMIGA GAMES ANY 3 FOR £10.00 


Adams Family 

Aladdin (A1200) 

Banshee A1200 

Pera SOG AO MONS Sco ON es OK Oe £7.99 
Buba’n’ Stix 

Bump 'n' Burn 

Campaign 2 

Champ Manager End Of Season D/D . . . .£12.99 
Clockwiser A1200/A500 ; 
Club Football 

Cover Girl Poker (18+) 

Cybercon 3 

D Generation A1200 

Death Mask (Doom) 

Dennis A1200/A500 

Desert Strike 


European Champions 

F-1 (Domark) 

Funschool 2. Under 6-6-8 over 8 

Goblins 2 

Graham Gooch & 2nd Innings 

Guardians A1200 

Gunship 2000 

Hanna Barbera Animation Workshop .. . .£19.99 
SUP OMRON Be ie ind GN Nica Sy, Rae aca 0 £16.99 
Hero Quest and Return of the Witchlord . .£8.99 
Inter Open Golf A1200 

James Pond 3 (A1200) 

Jet Strike A1200/A500 

Kid Pix 

King Pin 

Kingmaker 

Liberation 

Lion King (A1200) 

Man UTD Premier League 94/95 ....... £14.99 
Marvins Marvellous Adventures (A1200) .£15.00 
Mavis Beacon Typing Tutor 

Microprose Grand Prix 

MIG-29m Super Fulcrum 
oo ge” be STS oa Ane Oe £12.99 
Noddy’s Big Adventures 3-8 yrs 


ATR 

Cannon Fodder 

Bump n’ Burn 

Frontier Elite 2 

Grolier Encyclopedia 
Guardians 

Guiness Book of Records 
Humans | & 2 


Noddy’s Playtime 3-8 yrs ............. £16.99 
Playdays 3 to 8 yrs 

P.G.A. Tour Golf + Extra Courses 

Premier Manager 3 

Power Monger and WWI 

Reach For The Skies 

Ruff ‘n’ Tumble 

Road Kill Al 200 

Road Rash 

Rugby League Coach 

Sabre Team (A1200) 

Scrabble 

Seek and Destroy 

DOUG ANE, Aba vin ew eee £5.00 
Shadow Fighter 

Space Crusade and Voyage Beyond 

Skidmarks 

Skidmarks Upgrade 

Super Skidmarks 2 

Simpsons 

Sim City Architure | 

Sleep Walker A500/A 1200 

Soccer Kid A500/A 1200 

Soccer Team Manager 

Strip Pot (A1200 18+) 

Supremacy 

Sooty's Fun with Numbers 7Yrs ......... £7.99 
Tactical Manager 

Thomas Tank Paint Box 


TENET EUMUS. ict) a Co Coat oko Conte £7.99 
SmOMNS “TK TONE 2-4 ek oan te ae £12.99 
Valhalla Before The War 

Vital Light 

Wembley Int. Soccer (A1200) 

Wembley Rugby League 

Whales Voyage (not Al 200) 


Insight Technology 

Jungle Strike 

King Pin 

Nick Faldo 

Road ot Kill 

Theme Park (Special Price) 
Tower Assault 


CD32 £8.99 Each or Any 3 for £20.00 


Alfred Chicken 
Battletoads 
Battlechess 
Beavers 

Buba ‘n’ Stix 
Bubble’ n’Squeak 
Castles 2z 

Chuck Rock | or 2 
Chambers of Shaolin 
D-Generation 
Deepcore 
Flyharder 
Fireforce 


John Barnes 
Kid Chaos 
Litil Divil 
Lost Vikin 
Mean Areans 
Myth 


Out to Lunch 
Robocod 


Fury of the Furies 
International Soccer 


es 
Lotus Triology 


Nigel Mansell 
Overkill + Lunacy 


Ryder Cup Golf 

Sabre Team 

Sleep Walker 

Striker 

Super Methane Bros 
Summer Olympix 
Seven Gates of Jambala 
Top Banana 

Top Gear 2 

Trolls 

Wembley Whales Voyage 
Z 


ANSWER BACK QUIZ: SENIOR £14.99 JUNIOR £14.99 
ANSWER BACK FACT FILES £8.99 each 


(To run Fact Files you need the Answer Back Quiz) 


ARITHMETIC 6-1 1Lyrs 
FOOTBALL 12yrs+ 

FIRST AID 12yrs+ 

KNOW ENGLAND. 12yrs+ 

GENERAL SCIENCE. |4yr+ 
NATURAL HISTORY 10yrs+ 


20th CENTURY HISTORY 12-GCSE 
WORLD GEOGRAPHY | lyrs-GCSE 
ENGLISH WORDS. 1 2yrs+ 

KNOW SCOTLAND 12yrs+ 
SPELLING 6-llyrs 

SPORT 14yrs+ 


Allo Allo 

Pegasus 

Jim Power 

Mega Motion 

Rampart 

Striker 

Surburba Commando 
Dinosaur Detective Agency 
Arnie 2 

Beastlord 

BSS Jane Seymour 
Daily Double Horse Racing 
Resolution 101 

Santas XMAS Capers 
Times Crosswods 
Huckle Berry Hound 
Switch Blade 2 

Space Crusade 

Steve Davis Snooker 
Colossus & Chess 
Carrier Command 

Fire Force 

Microprose Soccer 
Hungary for Fun 
Soccer Star World Cup 
Supernova (Fruit machine) 
Dalek Attack 

Nigel Mansell 
Lamboughini 
Pictionary 

Art of Chess 

Galactic Warrior Rats 
Impossamole 

Spike in Transilvania 
World Champ. Boxing 


Manager 

Sun Cross Words 
Pixie & Dixie 
Zool 

INT. Soccer 
Ultimate Golf 
Utopia 

Ultimate Ride 
Liverpool 

Total Carnage 
Puzznic 

Morph A1200 
Hyperion 

Super Cars 2 

Rick Dangerous 
Shuffle Pack Cafe 
The 3 Stooges 
Guy Spy 

The Power (Puzzles) 
Winter Camp 

One Step Beyond 
Mean Arenas 
Bubble ‘n’ Squeak 
Action Stations 
Blitzkreig 

Pro Football Sim 
Total Recall 
Worlds at War 
Deluxe Strip Poker 2 
Hudson Hawk 
Puffys Saga 

Super Methane Bros 
Transarctica 
White Death 
Music X Junior 


SPECIAL OFFER Money Matter v3 £29.99 — Infofile £5.99 


Includes Database, Accounts, Address Book, Graphics 


COMPILATIONS 


THE GREATEST 


£12.00 


Jimmy White/Dune/Lure of the Temptress 


EXCELLENT GAMES 


Shuttle/Populous 2 


£12.00 


Archer Macleans Pool/James Pond 2 (Not boxed) 


BUMPER PACK 


£6.99 


Jaws/Grand Prix/High Steel/Crossbow 


SPORTS TOP 10 


£14.99 


World Rugby/World Soccer/Int Ice Hockey/ 
Int Tennis/Int Truck Racing/ WorldCricket/Carnage/ 
Tag Team Wrestling/Kenny Dalglish/G Souness 


THE COLLECTION 


£19.99 


Cannon Fodder, Settlers, Chaos Engine, T.2 
BITMAP VOL 1 (not 1200) £8.99 
Xenon, Cadaver, Speedball 2 


COMBAT CLASSICS (not A1200) 


£10.00 


F/S Strike Eagle 2, Team Yankee, 688 Attack Sub 


COMBAT CLASSICS 3 


£21.00 


Campaign, History Line, Gunship 2000 


NAPOLEONICS 


£10.00 


Austerlitz, Burro Dino, Waterloo 
pyect to availability. 
A phone call reserves your order. 
When ordering please give an 
alternative and state your Amiga model. 
Open 6 Days a week 9.00 - 5.30 
Prices include P&P (UK) 


Europe + £2.00 Per Game 
Rest of the World £3.00 
Shop prices may vary. 
Cheques or postal Orders Payable to Wizard Games. 
WIZARD GAMES, 1 NORTH MARINE RD, 
SCARBOROUGH, N.YORKS YO12 7EY 


TEL & FAX : 0723 376586 / 503299 


ANTS 


One enemy pixel remains on this screen. | can- 
not see it, | cannot find it. As you are given a 
‘ total score for all enemies devoured, rather 
a than a score for each, it is tricky to tell when 
your ants have completely eaten one. | wonder 
if the backgrounds were put in afterwards? 


The tragedy that is Ants. Chomp through the biscuit coloured 

bits of hedge and avoid the green parts which kill. Mummy, | 

bet I'll suffer loads of casualties... Hang on, though; if | hold | 
down both mouse-buttons, all my ants will cluster into a dot | 

the size of a pin-head, and | can slice through like a laser. Again. = ~ | 


nts. Pants. Northants. 
Mitsubishi Galants. Three 
of these things are quite 


good, while one of them is a 
complete bottomley. Which is it, | 
wonder. Pants? Well, no. Despite 
the proximity of the bottom to 
the pant, the pant is actually 
quite good, not to men- 
tion useful, or even 
essential! So no, pants 
are not arse. 
Northants, then? 
Well, no again. 
Though Northampton- 
shire is not one of my 
fave counties, featuring 
as it does such excruciating 
piles as Corby, Kettering and 
Newport Pagnall, there is a rather 
nice stone that they use for build- 
ing there, which in a particular 
light, at a particular time of a late 
summer evening, reminds me of 
my mother. So, no Northants is 
not too bottomley. Also, | feel 
sorry for it. It’s never been the 
same since it lost ‘The 
Soke of Peterborough’. It 
must have hurt 
quite a bit, too. 
Galants, even fy 
turbo-charged | 
ones like mine, ~; 
are not actually i 
all that good, 


First there was Lemmings, then Worms . 
Kellion wants us to begin this review. Well, boys, c 
Harry Attrill, because that’s about as good as it ge 


but they are not the 

slightest bit bottomley, particular- 
ly if you need them to run you to 
the station every morning and get 
you to Tesco’s on Saturday, 
despite the dodgy exhaust, oily 
plugs, flattish battery etc. In fact 

Galants are nice, lovely cars, 
particularly the metallic 
green one me and me 
girlf affectionately call 
‘Our Soul’. 

Clever readers will 
have spotted by now 
that the famous arse 
in my ‘—ants’ quartet is 
in fact, Ants, the brand 

new game from Kellion. 
And, well, that’s it really. 

Jo says that at this 
point | should back 

up this claim with 

some hard evidence. 

She suggests, ‘Plop, 

plop, ploppety-plop’ \ 

might do. But, and 

this is a big ‘but’, Jo is 

a) a girl, and b) a bit of a 

eae — so I'm not going to 
be taking her advice on 

, this one. Thanks for 

3 all your help in 
= \ the past Jo, etc. 

. » Nice design 
i : \ by the way, 
fe se Vy \ love. () 
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one, soluble capsu 
ed. 3) Doubly-deadly h Y 


Killer a to be avoid- 
. E ch kills on contact and makes 
the dead ants sticky, so thi ore get wasted. 4) Food. Eat the 
fruit to increase your nur ants up to a max- 
imum of 100. 5) The enemy. Ants perform a 
kamikaze attack, so make sure you have 
enough ants to finish the job. Watch your 
total at the bottom of the screen and match § (; 
it against your opponents health. 6) There if 


/ is no game pause a Great. ae a a \ 


Coes that’s how 
"Ts warns 


bre is A 
oe get ti 


Publisher: Kellion 
Developer: 
in-house 

£25.99 Out Now 

Hard Disk Installable 


Both Mouse Buttons 


Wemory Otsks 
IMb ay: 


PURRRLL 


Al 


oh a 
Fy 


Tt is is great, isn't it? Ants in space, it says here. Shame you can't 
see them without the aid of a microscope. Part of the fun? | 


Games 
Donkey Kong (A500 only) 
E-Type Il 
Trailblazer 
Atic Atac 
Quiz Maste 
Cybernetics 
Black Dawn 
Star Woids (2) 
Ork Attack 
Ant Wars (2) 
Automobiles 
Dangermouse 


Hangman Deluxe 
Bat Dog 

Pub Darts 

18th Hole Golf (2 
Space Invasion II 
Galaxy Blast 

The Pyramid Ganie 
Super Obliteration 
The Settlers (D) 
Fruit Salad 

High Octane 
Depth Charge 
Kingdom At War 
Slime 


Craxy Zue 2 (Platformer) 
Hell Zone (Shoot em up) 
Moria v5.4 (RPG) 

Battle ¢ 
Balders Grove (Brilliant) 
Road to Hell (racing) 
Oblivion (Great shootenmup) 
Dungeon on Nadroj 
Starbase 13 (RPG) (2 disks) 
Megaball 

Sc rabble (PD version) 
Chess Games 


‘ars (3D driving) 


Karate (Beat-em-up) 
Dragon Tiles (puzzler) 
Batman (PD Shoot-em-up) 
Tetris Pro 

Green 5 (Brilliant) 
Global Thermo War 
Scorched Tanks (excellent) 
Bullrun (War Game) 
Sepherd (Populous type) 
G-Force 2 (shoot-em-up) 
Moose Drive 

Santa & Rudolph 
Kellogs Land 

Evils Doon 


1200 Only 
Hoi's AGA Remix (Game) 
Che Final Chapter 
(Demo) (Over 18's 
only 3 disks) 
Super Kick + (Kickstart | 3) 
Megahall AGA (Great Game) 
Viewtek v2.0 (AGA pic viewer) 
Planet Groove (Classic Demo) 
Motorola Invaders 2DKkgame) 
Mand 2000 (Fast AGA fractals) 
Window Blender (Mate facts) 
Mad Fighters (AGAhatenup) 


(The One) The Old Farmhouse, 
Rosefield, Balbeggie, Perth, PH2 6AT 
Tel: 0821 650488 


Ferrari AGA Slides 
Andy's W/B3 Utilities 
41200 W/Bench Hacks 
W/Bench 3.0 Backgrounds 
Bazza & Runt (Platformer) 
Zombie Apocalypse Il 
Cybertex Comps AGA (2 disks) 
Evil Insects (Shoot-em-up) 
Rocketz AGA (Great game) 
Iwo Player Games AGA 
OVER 30 
KLONDIKE CARDSETS 
LISTING ON 


Fast, Friendly, Efficient Service. Orders returned same day 1st class 


Music 
Med v3 2 
Artworx Pro Samples 
20 Pow erpac ked Mods 
Heavy Metal Mods 
Pro Samples 2 
Techno Mania 
Drums & Pipes Music 
Music Madness 
Club Mix 3 
Pure Metal 
No Brain No Pain 
Like Death 


Demos 
Mayday (techno) 
Spaced Out 2 
Retina Euro (rave) 
Mental Hangover 
Star Trek Rave Demo 
Dream Trippin 
Vomit 
Jesus on Cheese 
9 Fingers (Dance Demo) 
Wind it up 
Sequential (nice GFX) 
Pha-Q (mate) 
Beyond Belief AGA 
Subliminal XTC 


AGA (2) 


Breath Taker (5) 


Die Filth (2 CATALOGUE Great Balls of Fire Some Justice ‘94 
Send 3x1st class stamps for catalogue disk listing over 6000 titles with FREE D-Copy, FREE Game and FREE Up-Date 


Fish Disks Assassins 17 Bit Disks Pease make cheques/PO’'s 
1 TO 1000 1 TO 220 1 TO 3350+ All disks 90p P&P 70p per order payable to a8 tartonie 


Pacman De Luxe Kung Fu Charlies Shed Tears (2 disks, artwork) 


] Many more disks in stock if you can't see what you are ~=From only 1-3 Disks £1.00 per disk 
~ E 
i 


after please phone and see if we have it 4-10 Disks 90p per disk i 
6 } ) 10-19 Disks 80p per disk 
; 20 - 49 Disks 70p per disk 


“— 
! 


All disks will work on any Amiga unless otherwise stated 


200 TOP AMIGA GAMES 


Pull catalogue available for only 7Sp or 3 1st Class stamps 
K¢ bie ONI y yi }l Q OO! , Dept ‘a: 12 Meesons Mead * No of disks Lye Tat 
4 . . Rochford, Essex SS4 IBE All orders Sent 1st Class the samme day A DISK 
Tel/Fax 0702 546796 kK R 'y yg | ) } \ K Ny Please add Op per 
" " order for P+P I 
0585 348786 For every 10 disks ordered choose | free Cheques/Po’s payable to NJH | 
(AMES CANVLES DEMOS 1200 UTILS 1200 GAMES 
Mangled Fenders } The Ultimate Quiz } Bloom Spectrum T6AGA Fears r 
Jumbo Jam } High Octane ) Eradication 1 Kick 14 } Mad Fighter 2 (3) 
) Internal Combustion } Texas Chainsaw } Insane Demo Action Replay Pro 4 Viper ! 
Top Hat Willy (2) } Extreme Violence CCCP Demo J | Videotracker AGA } Samurai Showdown 1 
) Clash of the Empires Star Trek (2) } Demons Rage } Andy WB3 Utils ) Cybertech Corp | 
Dynamie Warriors } Road to Hell ) Wind It Up WB3 Backdrops } Evil Insects r 
} Atomic }21 Games Disk Satisfaction Guaranteed } Magic WB (hard drive) } Masquefade (2) , 
) Fishy Fishy ) Mr Men Olympics (2) Flying Cow } Magic WB Extras } Stones AGA 
| Supermega Fruits ) Wheel of Fortune 9 Fingers (2) 1200 DEMOS ) Bacman ! 
Islands Board Games Fairlight 242 ; Ps ; J AGA Megaball 3 1 
Nemesis Meenalineddiiiecman ) Jesus on E's (2) (2 D) ome UstICS J AGA Tetns I 
Gorf Tore: egy Star Trek Rave Demo Switchback (2) é J AGA Klondike (3) 
. ) Gameboy Tetris } Desert Dream (2 ) Whammer Slammer (3) }) AGA Klondike 3 (4¥HD) ! 


} A Day At the Races 
Steward Enquiry 
Dr Strange 
Black Dawn 2 

J Hugo the Troll (3) 

} Moose Drive 


) Megaball 2 
) Star Base 13 (2 
) 100 PD Games (7 


Tetris Pro 
Grand Pnx Manager 93 


} 18 Hole Golf (2 


of the Art 
UTILITLES 
Snoop Dos 3 


State 


} Lottery Predictor 


Freecopy 1.9 


Shakka Lakka 
Prey (2) 

Soul Kitchen 
Love 2 
Not Again 
Friday At 8 


} Cards for Klondike (4) 


} Motorola Invaders 2 (2 
1200 SLIDES 


! 

! 

}) AGA Star Trek l 
| Jungle Book 1 
} GIF Beauties (14) | 
I 

! 

! 

I 


Jet Sunke EPU Disk S Fatal Morgana 
Skiodmark sk Stacker zg ; 
3 Amomovaes Defender : Microprose GP Editor 2 ) Subliminal XTC (2) J Phobe Cates 
Sickball 2 Deluxe Pacman Pools Predictor Ray World (3) ea og 
(? , - < J tnka AG/ 
} Wally World 2 } Neighbours (2) Crack and Copy } Empty Head 5 Clandia 
}) Ant Wars (2) } Driving M Text Engine 4.| Virtual Journey : 4 
J Les Dennis Hangman ste scare = Spectrum v2 Full Moon ) GIF Beauties (14) : 
Nai Orens Soccer Cards USA 100+ Snectrum Games (6) Abstrax Pig Body Shop I ack (12) 
World Darts } Galaga Deluxe ) Lock Pick 2 } Explicit 2 }) AGA Manga Slides (4) 
) Strike n Spares } Wibble World Giddy D-Copy 3.1 Chanel No 5 Cindy Crawford (4) 


_ 


a Ee ee. 


i 


GAMES DEMOS 

3436 A.B.H FIGHTING GAME (6) | D269 ERADICATION 
1434 POWER BATTLE D268 BLOOM 
3435 JET SET BILLY (2) D231 POLKA BROS. NO NAME 
G438 FISHY FISHY D230 POLKA BROS GAVALIA 
G432 OBSTICKLE D161 9 FINGERS DEMO (2) 
G431 XENEX D129 TROJAN TRACK 
G427 FLAMING ENGINES D038 S.O.T.A. SPACEBALLS 
7426 SUPER MEGA FRUITS D135 DREAM TRIPPIN 
3425 THE JAR D138 CLAIRVOYANCE 
7424 SUICIDE MACHINE D104 RETINA EURO 1 
7423 BREAKING THE LAW D109 CLAUSTROPHOBIA 
7420 ISLANDS D040 JESUS ON E'S (2 DISKS) 2 DRIVES 
3428 JUDGEMENT DAY D041 MAY DAY 
G455 LETHAL FORMULA D179 SUBLIMINAL XTC (2) 
G151 18 HOLE GOLF(2 DISKS) | D098 MOBILES SPACEBALLS 
G370 AUTOMOBILES D089 LETHAL EXIT 
G002 AMOS TO FRUIT II D162 SANATY ARTE 
G103 ROAD TO HELL D180 SATISFACTION G’TEED 
G200 G. PRIX MANAGER D195 NO REFUND (2) 
G198 STARBASE 13(2 DISKS) | p196 SEQUENTIAL 
G148 TEXAS CHAINSAW MASS | D218 OXYGENE : CUZCO 
os STAR TREK (2 DISKS) D216 ARTIFICIAL PARADISE (2) 

3213 MR MEN OLYMPICS (2) | 4123 FRIDAY THE 13TH PART IV 
449 INDIAN SPIRIT (2) D242 END OF THE MISERY (2) 
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GLAXO (2) 


KT’S BOARD GAMES 
CASE OF DR. STRANGE 


D244 
D222 


ESSENTIAL CLASSICS 
LOVE DEMO (2 DISKS) 
MUSIC 


US597 


1200 UTILS 
SUPERVIEW AGA 


U612 @.U.D.E 1200 DEGRADER 


U224 


ANDY WB3 UTILS 

ASI FIX DISK 2 

AGA UTILS 1 

AGA ICON EDITOR 

1200 FINAL TEST 

WBS3 LIBS & DATATYPES 

AGA GRAPHIC UTILS 

RE-ORG 3.11 

WB3 BACKDROPS 

WB3 VIRUS KILLERS 

WB3 HACKS 

IMAGINE BUDDY H/D (2) 
SPECTRUM EM V1.3 AGA 

1200 GAMES 

FEARS (DOOM TYPE) 

ROCKETS AGA (BRILL) 

MASQUERADE (2) 

EVIL INSECTS 

CYBERTECH CORP (2) 

SPECTRUM EM V2 NEW 

AGA TETRIS 

KLONDIKE V3 H/D (4) 

CARDSETS FOR K/D 1-18 

2 PLAYER GAMES AGA 


U565 


3 


Iiviv 
ty & 


go 
SSZye 


tem 
Res 


UTILITIES 
HD GAMES INSTALLER II 
ABGT WB3 
FINAL WRAPPER V3 
INTERNET UTILS 
AMIGADOS WB3 (2) 
CHEATLISTER V3.06 (2) 
VIEWTEK Y2.1 
THE ICON ARCHIVE MWB 
MWB BACKGROUND KIT 
RESUME MAKER 
SPEECH TOOLS 
MAP MAKER 2000 
MAGIC W/B EXTRAS 4 (2) 
MORE 256 COLOUR ICONS 
AMMOSSIBLE 
MENUS AND MORE V3.12 
ICONS TOOL BOX 
MOVIE GUIDE (2) 
D-COPY 3.1 
LOCK PICK 2 
ENGINEERS KIT 
AMIGA BEGINNER 
W/ BENCH 2 TUTORIAL 
AMIGA DOS TUTORIAI 
CRACK AND COPY 
CHEGUERMATE 
PC TASK 2 


ROBS HOT UTILS NO’s1-29 


O00 
L609 
L604 
L620 
L603 
U330 
US88 
US27 
US91 
U289 
BO12 
L621 
U194 
U376 
293 
U310 
US03 
M087 
M196 
M237 
U499 
L498 
L492 
: — 


G RAPEV INE 20 O) 


UTILITIES 


MP LOTTERY V4.2 NEW 
G.P EDITOR V2 

IMagine Star Wars Objects (3) 
VIRUS CHECKER Y6.51 
MAGIC SELECTOR V1.40 
X PASSWORD 
MAGICCX V1.0 
SECURITY H/D 

TREVS MUI PICS 

HOW TO CODE IN C (2) 
BUSINESS LETTERS 
EDWORD PRO 4 
PRINTER DRIVERS 
ESSENTIAL PRINT/PROG. 
OCTAMED 2+ Y 

BEAT PRO + ¥ 

AUDIO MAGIC 6 

DRUM LOOP SAMPLES 
TECHNO MODS (5) 
M/GODS RAVE SAMPLES (5) 
AWARD MAKER 2 

TERM 4 (COMMS) (3) 
SNOOP DOS V3.0 
PROGAMBLE 

AREXX GUIDE 


CDPD NO'S 14 

LIGHT ROM CD 

SOUNDS TERRIFIC 

W/S CLIP-ART CD 

W/S FONTS CD 
PRO-FONTS 

HOTTEST 4 OR 5 CD 
UTILSICD , soenas 
GOLDFISH 2 CD'S 
FRESHFISH CD'S ia’ 
GIF C/ART CD .... «6 ceed 
AMINET 2/M4. 

DEMO CDI 

DEMO CD2 

TOWN OF TUNES 
ULTIMEDIA 2 CD's ...... 
EUROSCENE CD 
NETWORK CD 

LOCK & LOAD CD 

17 BIT COLLECTIONG) 

1? BIT CONT 

17 BIT PHASE 4 
MULTVTOOLKTT 

I7aIT & LSD COM 
AMOS PD CD 

ASSASSINS CD oben 
SPROCY SENSATION .. 
ADOLT SENSATION 


CLG 70 WINNING POST (2) 

CLU 43 LOTTERY PORECASTER 
CLU 44 NATIONAL LOTTERY (2) 
CLG §5 CRYSTAL MAZE 

CLG §7 DREAMSTREAM 

CLG 54 NATIONAL HUNT 

CLG 49 SPACE POWER 

CLG 16 CRYSTAL MAZE 

CLG $3 WALL STREET (2) 
CLG $1 TEN PIN BOWLING 
CLG 47 KIDS FUN PACK 

CLG 31 DIRTY RACKETS 
CLG 48 LOST PRINCE (2) 

CLG 42 CRYSTAL SKULI 

CLG TITANK WARFARE (2) (New) 
CLG 58 GIGERPHOBIA (2) 
CLG 59 F/BALL CLUB MANAGER 
CLG 68 WIZ 2 (NEW ENTRY) 
CLG 61 W/ CUP MANAGER (3) 
CLG 62 TOADO (NEW) 

CLG & MAHJONG/APL(M IT (2) 
CLG 65 WEAPONS MASTER 
CLG 63 ASTRONUTTY 

CLE 67 PHOTO. (NEW) (3) 

CLE & BASIC NOTE TUTOR 

CLE 65 JUNIOR MATHS (NEW) 
CLU 42 FORCASTER (NEW) 


EMULATOR, or 13 AGA EM 


Fol ook al on owl owl ook awl al ack ak ok ol al onl <2] ook aol aol col onl onl onl al aol an 
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G216 2 PLAYER SOCCER LG. | 4235 ME “4 MUSIC 1200 DEMOS 589 VIC 20 EMULATOR evedecseseesecceseeesoeses — | POWERGAMESCD : 
G376 CYBERTECH CORP AGA Q) | Goo nS RR D258 WIT PREMIUM 212 LITTLE OFFICE KT’S SPECIAL PACKS RLLERS BD. Saget eilowngrs opgnagha gig 
G183 CASH FRUIT OOO JUSTICE FOR ALL D266 DOVE BY ABYSS (2) 1292 EASY CALC PLUS BUSINESS PACK (6 s4 meme type Nag WE STOCK ALL CLR 
g G4ls EVILS DOOM. GR/AD | M169 SHAMEN MIX D267 PSYCHADELIC AGA (3) |U309 POOLS WIZARD JUNIOR | BUSINESS PACS (6) |< + ---- ft eA SE oe TITLES 
G442 DELUXE GALAGA (2) M132 LSD TECHNO WARRIOR [D250 SWITCHBACK (2) 297 TEXT ENGINE v4.1 COLOUR FONTS (5) £4 DEMOMANA...... SEE C ATAL OG UF. 
| G026 DELUXE PACMAN M190 BASS IN YA FACE D264 TOOLS BY SANITY 46 SONIC DRUM KET ADOBE FONTS (8).......-. £6 | DESKTOP VIDEO 
G280 DEPTH-CHARGE | a | MI87 A TRIP TO D/BASE (2) [D254 MOTION ORIGIN 2 (2) a ae FE at a CG FONTS PACK (7)... . . £6 | FRESHFTSH 8 (2) 
+ + N AL N 1 1 ZZ. M086 TECHNO MANIA I D256 KILLING TIME (4) 258 ’ “ONS LOTS MORE (3 CLIP-ART PACK (5) ....... £4 | AMINET PK 12,34 
i C422 STAR TREK QUIZ (2 DISKS) | MOSS TUNE UP THE BASE D252 FREY AGA (2) 092 PRINTA CARD” | EDUCATIONAL (8) ........ eer: : 
(293 CLASH OF EMPIRES (2). | M042 RAVE VISION . [255 SOUL KITCHEN (2) US04 DISK MANAGER V4.0 | EECHNO MODS (5S) .......- TH both FNS 
| SS oe ee M232 DATA X RENDITIONS —_—‘[D2S3_ DATSY BY APEX Ud12 ACCOUNT MASTER 2.12 | HARD DRIVE PACK (6)... 85 [OGY Ceamne 4eps 
G316 A DAY AT THE RACES | 81238 DIGITAL SPELL (2) | D260 MAMA IS A VAMPIRE (2) |U3o7 DISK REPAIR 9 OP | EIT. CHIX PACK (6) ....... £4 [SAG 
| C406 STEWARDS ENQUIRY | 230 HIRED GUNS MUSIC D257 INDIGO BY OXYGENE (2) |oses KICK VL4. BODY SHOP PACK (12) ....£8 
2 aaah gaara yaar ae: 4 »¢ | M236 BANGING RAVES _ D259 DO YOU BELIEVE (2) 483 MAKE YO WNS GLAMOUR PACK (10) .... £10 
G4l4 SPECTRUM WAR GAMES | \icg \USICALSENSATION AGA (2 Lage . U483 MAKE YOUR OWN S.B.D. = 
| G429 DEAD OF THE NIGHT (3)| | 200 ONLY SLIDES 0251 WHAMMER SLAMMER (3) JUg14 AREXX REF MANUAL | GLAMOUR PACK 1 (6) ....... +. 
S REVENGE _.. L200ONLY SLIDES —_—s 1232 SOME JUSTICE 94 AGA |U610 VIRUS WORKSHOP V4.0 | GLAMOUR PACK 2(6) ..... £6 |8Mm High quality Mouse Pad 
#421 OKLIB: $126 CINDY C/FORD SSS (4) AGA INAL CHAPTE s OF +? | CARD SETS PACK (20) .... £12 
! G416 SNIPER S109 BABYLONS AGA S/S “Hid EE pe U465 AUTOSTEREO GRAM GIFF BEAUTIES (8)... £12 6Mm Mouse Pad 
G444 CHANEQUES 2 DISKS | ° Sy te-ia 5 SE N AGA (2 U480 ASI MULTIPRINT 4 sIFF BEAUTIES (18) ...... : 500/600/ 
| G461_ MERCURY MISSION AD112 ERIKA AGA S/S D240 SPASM : | FEEL GOOD AGA [O00 VIDEOMAXE V4.33 OBJECTS AND TEX (7) ....£8 [Amiga scr oehatancse at 
“459 © IRAT SHOWDOWN ADIL CLAUDIA AGA S/S D235 MAX OVERDRIVE 2(3) . 'T V2 LIGHT WAVE OBJECTS (5) . £4 {3.5 Disk Drive Cleaning Kit 
G459 SAMURAI SHOWDOWN | 2193 pHEOBE CATES 9S U499 LOCK OUT V2.1 SANE RADIO PACE ( +> 
| See S112 RED DWARF SLIDES (2) [D197 FRIDAY aT 8 U485 GAMES HD INSTALLER J eas MUSIC MODS... 2.2.86 [MO Stand (Fite a8 Dot Matrix Printers) 
ASI 198 SCOTTISH F/BALL MAN. | 899) BODYSHOP7() D214 COMPLEX : REAL : AGA |US43 EPU D/STACKER V1.63 | COPour clIP-ART ti0) gx [Blank Disks (High quality with labels) 1 to 500 
ASI 159 RACING MANIAC S138 JENNY GARTH GIFS D171 FULL MOON U487 IMAGE STUDIO JP =r aeons 
| ASI217 MANGLED FENDERS | S158 JENNY CART ae (3) D166 VOLCANO U294 BANNER MAKER ag Ot 
TRILEMMA v5 ws $123 AGA FANTASY PICS S/S [D169 EXPLICIT 2 U272 B/BASES POSTED TO YOUR DOOR EVERY 6-6 | 150 Cap Boxes 
| CYBERGAMES (2 DISKS) $140 NIKI TAYLOR (2 DISKS) [D189 BIG TIME SENSUALITY (2) US02 STAR TREK GUIDE (2) = hse by pe Pact iS ~ 100 Cap Disk Box 
JUMPEM > pe gg te tty D245 CREAM AGA U267 DOC DUMP 3.6 Li. NE L LUS. LOTS 
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Newcomers Megatronix have an odd way 
of going about things: releasing a budget 
game, two years after first release, at a 
non-budget price! Andy Nuttall gladly 
parts wits 20 sovs — but he’s ee. cide 
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Here’s an object that will certainly come in useful later on (I haven't 
found one yet that hasn't been). If you find the magical elixir, and give 
it to the hooded monk, who's feeling a bit peaky, he'll give you a bald 
statue. Presumably to club somebody over the head with. 


0, Megatronix, then. 

After scoring a certain 

amount of success 
with Rackney’s Island (that’s 
24 percent successful, stats 
fans) it would be natural to 
assume that a spot of pulling 
up, dusting down, and get- 
ting on with it would be in order. 
However, the fact is that instead 
of committing Rackney’s to the 
foulest Pit of Experience, the 
Megatrons seem to be intent on 
playing down their game in 
Amiga Land. 

The latest release, Sword of 
Honour, is a two year-old game, 
once released by the now-defunct 
DMI — ‘famed’ for games like 
Lost Dutchman Mine, and Gem’x. 
The bloke at Megatronix swears 
that it received a score of 70-odd 
percent in The One sometime in 
1992, although | can’t find it (a 
mystery prize goes to the first 
person to send in an issue date, 
and an accurate original score). 

Anyway, the problem is, some- 
thing that received 70-odd per- 
cent two years ago, would really 
have to be something special to 
hit above 50 today. On the face of 
it, Sword of Honour looks quite 
nice; the animation’s half-decent, 
the graphics are passable and the 
little blokey (or Shogun Yuichiro’s 
most dangerous ninja warrior — 
not some fella in a balaclava) 
fights quite nicely. 

It's also an adventure, though; 
kind of a Last Ninja-type thing, 


Y’see, the problem isn’t with the 
gameplay or the fighting in SOH, 
but with the design and layout of 
the levels. Once I’ve fought and 
defeated this sword-wielding 
loon, | can move off the screen. 
When I return, you can be sure 
that he'll be back, as fit as ever. 


where you go wandering around 
beating ‘up’ on people and steal- 
ing their jewels and trinkets. In a 
Dizzy styley, the trinkets can 
invariably spring some further 
objets d’‘art from some of the 
shady characters hanging around, 
developing the plot into some- 
thing less like a journey through 
northern Japan and more like a 
trip down Petticoat Lane market. 

Sorry, Mr Megatronix, but 
regardless of how long ago SOH 
was first released, it now has to 
stand up and be counted with the 
other full-price games. For yes, 
despite its age, even now a copy 
will knock you back a whopping 
£19.99! Methinks Megatronix 
doth take the pi... (*) 


CONTACT: Megatronix on 01384 
77172 for further details and how 
to order SOH. It’s only available 
mail order, sadly, so don’t bother 
looking in your local shop — it 
won't be there. 
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THE VERDICT | : 


Sword of 
might have been a 


Two years ago, 
Honour 
halfway-decent game. Not quite 
your Last Ninja, or your Shadow 
of the Beast, but good for a 70 | 
percent score. Megatronix quite | 
freely admits to ‘not knowing 
what makes a game _ good’, 
because it’s a newcomer to the 
games industry and all that; but 
this is very self-evident when you 
consider the quality of Rackney's 
Island, and now this. | suggest 
that you, Mr Megatronix, employ 
some kind of games consultant, — 
because not only is it a mistake : 
to release SOH at this stage, but : 
to lob it out to a largely su: spi- 
cious Amiga games-buying ublic 
at £19.99 — wel Soa 
well charge a thousand pounds. 
It's ridiculous that. this” | 
sold alongside games ‘like ne 
of the fab games we've ‘seen 
recently — because to be. ue 
it's been out for so long it has i 
begun to smell. The closest com- 

parison | can make to SOH is a (0 
game called The Karate Kid on the 

Atari ST, some eight years ago. The 

graphics are similar, and while the game was slightly 
different it had a very distinctive feel. Problem is, The 
Karate Kid was pretty poor, even back in 1987 — and 
that, Megatronix, is probably why SOH scored just 70 
percent two years ago, and that’s why it’s scoring even 


‘Publisher: Megatronix 
- Developer. 
Dynafield 

£19.99 Out Now 

| Not Hard Disk Installable 
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lower now. You can’t make a poor game good, but what 
you can do is sell it cheaply — and that’s a lesson which 


Megatronix will have to learn. 
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onsidering I've got a bit of 

a reputation as a sad old 

| nostalgia freak (just look at 

‘PD Zone’!) | must have been 

asleep when Exile originally came 

out. Everybody seems to have 
fond memories of the game, but | 
idn’t even recognise the name 
vhen Audiogenic first announced 

t it was releasing a version for 

B90's. 

Still, it’s easy to see that Exile 
has its roots firmly planted in the 
soil ofyyesteryear; displaying the 
sort of simple-yet-brilliant game- 

play that made the old crappy- 
looking games quite excellent. 

Me Audiogenic is quite honest 
about the fact that this release is 
essentially the same game in new 

clothes, and having (quite coinci- 
dentally) just done a _ budget 
review of the original for 
Replays’, it’s quite strange play- 
ing this version. As soon as you 
start the game, you recognise the 
shapes and landscapes within the 
game, but everything is huger 
and more colourful-er. Each item 
has been recreated in beautiful 
90s-O-vision, and an excellent par- 
allax now trundles around in the 
background, giving the world 
more depth. 

The game is quite a simple one 
in theory; with you set out as the 
lone explorer looking to retrieve a 
stolen Destinator — the ‘engine’ 
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Sad nostalgia boy, Matt Broug ony,e t 
the controls for ‘the good old Bays’. Room or on 


To start with, you don’t actually have any 

weapons as such, and must avoid any nasties 

until you can get yourself a gun. Fortunately, 

there are a couple of grenades (like the little 

‘barrel’ to my left) scattered around which can 

be stored for later. You can either drop or 

throw grenades, and they have a pretty 

good range. Just make sure you light the 
blue touch-paper and stand well back. 
These babies pack quite a punch. 
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enters the Commodore time mai 


for your ship. ‘ £ 
You're also : 
charged with 
the task of 
finding lost “@ 
crew members, | 
well as 0 
destroying the @ 
overall bad guy's 
evil creation = 
Triax's Maggot 
Machine. , 

This basically leads 
to lots of flying 
around caves, blasting | 
through sealed hatch-4 
es with mega- 
grenades, shooting 
down various robots, 
homing, er... bugger- 
things, and even avoid- 
ing nasty space-seagulls 
that drop mega-poop on 
your head. 

You're not exactly Mr. 
Helpless though, and can 
collect an utilise all manner 
of weaponry, as well as a 
personal teleportation 
device. Tons of items are to 
be found around the playing 
area; all with a specific use and 
all geared towards the solution of 
a specific problem. 

Fans of the original are bound wave upon wave, getting 

ge - smacked about all over 
to want a look at this, but what a" 3 , the shop, and then 
r 


about Exile virgins like myself? olling argund or 
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Here's fun! I’ve a shiny sixpence for the clever fellow who 
can tell me how to get that red RCD (Remote Control ) 
Device) from the fire. To add to the excitement, there’s a slid- 
ing barrier that closes as soon as | get near. Pah! Easy. Press as many 
buttons as possible, until a door opens and lets you collect a flask. 
Jump into a pool while holding the flask to fill it up and then drop it on 
top of the barrier. Teleport round to where the barrier release is and, 
‘Hiss, fizzle, froth’ — the fire is out. Now you've got to open the barrier 
and teleport round there as fast as possible. Hurrah! 
Oh bugger! I’ve been 
outside my ship for 
about a minute and am 
already getting 
completely trounced, 
thanks to these meteor 
storms that just pop out 
of nowhere. They do, 
however, offer hours of 
entertainment, as Harry 
seems to have a natural 
talent for attracting 


| 


What say we go find out... (©) ~ gh 


One of the best things about the 
personal teleporting capability you 
have is that,as Well as being able to 
voluntarily jump to preset locations, you will 
automatically transport if your are attacked 
and get to a dangerous health level. You have 
to remember to keep setting teleport 
positions (the ‘R’ key) otherwise you'll get 
thrown back to the starting position. Oh my 
god! It's the “Ni!” imps. Rumaway! Run away! 


Some of th@ situations in Exile are right 
gits and no misfakin’. Here, the hungry imps 
are jostling you around the screen and lobbing 
mushrooms, which seems like a fairly harmless 

attack until you find out that the mushrooms 
block your jetpack for a few seconds. Add to 
this your position, right in front of a huge 
bugger cannon thing, and, well, you can prob- 
ably guess the outcome. Needless to say, you'll 
be wanting your teleport near by. GET ORF ME! 


oe 


Although I'm awarding Exile a 
bloody good score, | do have a 
number of criticisms to lay in its 


lap. To be positive, Exile is an pu njicher: Audiogenic 


tremely enjoyabl , and cepa 
extremely enjoyable game, an In-house 


compared to the majority of 


£29.99 Out Now 
just in case you were starting to feel lonely games we see these days, 
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» out there in space, you'll be glad to hear that instantly stands up on a chair and _Not Hard Disk Installable ) 
you can make your own chum to take home 

and love. This empty robot shell (‘Chatter’ to shouts “Hey! Look at me! I'm — é 

his friends) can be activated by adding a few S . 

Coronium crystals. To actually control the robot actually quite a worth-while chal- 


you need to find two control whistles, but once Pa wage . 
"under your control he can be used to squeeze into lenge! Longevity-wise, youre 


small gaps and collect odds and sods for you. SIT getting very good VFM, and with 
AND STAY! 


deceptively simple puzzles to be 
solved at every turn, it's certainly 
not a game for Mr Thicky. There 
are tons of objects to sod around 
with, and a _ good library of 
strange and interesting creatures 
to play with (or shoot, obvious- 
ly). The problem is that while the 
graphics have been souped-up, 
some of the charm has been 
erased in the process. When | 


NICOLE? PAPA! 


LASTA 
‘ve actually reviewed the original Exile in this month's ‘Replays’ 
(page 60) but | decided to let you see father and daughter side- : Be 
by-side for no other reason than | thought it might look nice on first loaded up the original, | was 


XK! 86% 
_ the page. So, er... what do you think? | personally liked a lot of the instantly transported back 10 
Still, one man’s tea is another man’s coffee. Or something. 
graphics went with attention to 
detail. When you flew, little parti- 0 
a sensation of motion. Now your char- 
acter just sort of hangs in the air, giving the impression 


quirks in the original, and also found the smaller scale more helpful. years, to the days winnie 4 fain 7 
cles spewed from your jet, creating 
that you're underwater rather than in space. Also, with 


larger sprites comes the smaller area available on- 
screen, and though this is obviously down to personal 
preference, | longed for the smaller, more quirky 
graphics of the original. The maps are well thought 
out, keeping you on the move, but never to the 
weer point where you get bored travelling along the same 


, ee corridors. The game scores highly in the ‘sheer fun’ 
aS % ¥| department, with lots of action and reward. | wouldn't 
Ou if be surprised to see Exile receive a varied range of 


scores, as it nostalgically scores well, can also impress 
the first time player, but may fall when compared to the 
ee original or modern-day competitors. Still, this is a bril- 
‘\’R|  liant game, and most of all, it's bloody good fun. See 
"ik Audiogenic, we don't hate you! 


Exile can be very adventure-like at times, with tons of doors blocking 
your way, and tons of keys to be collected. The Head-Up Display shows 
the keys you currently have (in the top right) while any locked door 
will flash the empty pocket, showing you which key you need to 
progress. You'll also need the Remote Control Device (see other cap- 
tion) to activate the keys. Phew! Don’t ask much do they? Incidentally, 
that things next to me is a jet-pac booster. Nice eh? 


A CD32 version will be out soon. The joypad 
means less keyboard jumping (which you can 
—===m use on the A1200 for the same effect). The 

) | original is also available for £14.99, and it is 
easily my favourite of the two. 
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UPDAIES.. 


Come, bold, crimson navigator of the night. Tread lightly, my fettled sospans, for 
there be foul and softmint-like creatures roaming these distant lands. No, we're all 
right, | smell no leeks. But what's this? Some strange hairy beast, its chin covered in 
moss-like growth. Ahh! It’s Matt Broughton and his savage Updates! Run! RUN!! 
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ARCADE SPORTS SERIES 


BOWLING 
KINGPIN 


CD32 @ Team 17 @ £14.99 
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CEG os: Team 17 @ £25.99 174 


reactions from the players. = 


et’s be honest. Kingpin 
isn't remarkable. It is, 
however, probably about 


as good as a tenpin bowling sim- 
ulation is ever going to get (until 
they invent Virtual Bowling obvi- 
ously). | reviewed the floppy ver- 
sion of Kingpin back in March 
and was the first to admit that, 
while it managed itself a hand- 
some 78 percent, it wasn’t likely 
to be everybody’s cup of tea. 
The CD32 version of Kingpin 
doesn't really do much to 
expand on the original, adopting 
the same ‘realistic background 
sample’ method used in Team 
17's previous CD update for 
Arcade Pool. Other than that, 
things appear to be the same, 
with realistic effects and nice 
incidentals, such as crowd cheers 
and tannoy announcements. 
Kingpin is instantly accessible 
thanks to an excellent control 
system, and thankfully there are 
enough random factors (such as 
varying spin on the lanes) to 
require more than just good 
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Kingpin: Stagger- 
ingly...er, staggering. 


Options-wise, you can have 
up to six players, either playing 
in individual competition, or as 
opposing teams. Each player can 
be set up to your specification, 
allowing male and female play- 
ers to be represented on-screen, 
along with whether they're left 
or right handed, what weight 
ball they use, and if they carry a 
handicap. The CPU opponents 
come in nine different flavours, 
ranging from ‘pathetic’ to 
‘Super-pro’ (thought to be hon- 
est, once you get to ‘Semi-pro’ 
they murder you anyway!) 

As for the control system 
itself, it’s all jolly nice and sim- 
ple. You move your fella left and 
right, select your power with up 
and down (or change ball 
weight) and then call up a mov- 
ing target. This ‘moving arrow’s’ 
speed is determined by the 
strength of the shot and the 
weight of the ball, and varying 
amounts of spin can be added to 
the ball, again depending upon 
the above factors. Just press 
fire when you want to 
throw. Doddle. 

As | said before, don’t 
expect to be blown away by 
Kingpin, because at the end 
of the day it is a very spe- 
cialised interest, with no 
knobs, bells, or sex added. 
Then again, if you're inter- 
ested in a cheap and cheer- 
ful muck around to play 
with a gang of mates, it has 
everything you could ask 
for from a tenpin bowling 
simulator. 


OVERALL: 70% 


t's always a pleasure to 
j receive a game such as ATR, 

simply because not only can 
other people sit and watch you 
while you review it, but they can 
take part in the _ reviewing 
process. So, my friend, sit yerself 
down, grab a joystick, and what 
Say we rip around a space- 
track or two? 

ATR is, for my money 
(what money, you half- * 
bearded freeloader? — 
Harry.) the best in the &Ur 
overhead racing’ genre. 
Micro Machines had a similar 
addiction as far as the two-player 
games go, but ATR is excellent as 
both a rivetting two-player game, 
and an absorbing one-player chal- 
lenge. There’s a League to play in, 
where up to six players (be they 
human or a CPU driver from one 
of three skills) can steam around 
a selected track scenario in a 
head-to-head battle. 

The one-player game is a sim- 
ple enough affair — just get 
across the finishing line in third 
position or above, while the two- 
player games are based upon the 
tried-and-tested ‘drag your oppo- 
nent up the screen’ method. The 
tracks are littered with hazardous 
obstacles such as tree trunks and 
cones, but also offer various pick- 
ups such as speed bursts, repairs, 
and bonus stars. The two-player 
games feature not only these 
standard icons, but a variety of 
‘specials’ like homing missiles, 
magnet effects, and reverse con- 
trols (for your opponent's delec- 
tation and delight, obviously). 

To start with there are four 
scenarios to choose _ from: 


Canyon, Sports, For- "Sue 
est, and Space, although ) 
there are a further two types, 
namely Alien and Moon, which 
can only be accessed by com- 
pleting the one-player arcade 
game. 


ATR really is an absolute cork- 

er, and works incredibly well 
with the CD32 (it’s just a 
shame you have to go 
and buy another joypad 
to play the two-player 
i romps). Brilliant stuff, GO 
AND BUY IT! 


THE CLUE 


CD32 @ Black 
Legend @ £25.99 


ha! Der Clou if I'm not 
mistaken. I'm sure by 
now regular readers 


will know that this has become 
one of my favourite games of 
all time, but alack and alas, the 
CD32 version ain't as good as it 
could be simply because the 
saving system has been bug- 


gered up; replaced by an inferi- 
or password system that, well, 
just don't do the job. 

To jump sideways for just a 
moment (er... all right mate, if 
you must — Andy) The Clue is 
basically Sim-crime. You start 
the game as a complete novice, 
planning and executing 
extremely simple smash and 
grab heists on small confec- 
tionery huts in local parks. The 
game is part strategy, part 


have no real understanding 
of why footy management 
games are so popular. They all 
strike me as much the same, with 
the same old statistic screens and 
the same basic gameplay. Each 
and every time I’m given one to 
review, | just end up backing 
into the ‘Corner of Cow- 
ards’ and resorting to the 
age-old “if you like footy 
management games, \ 
you'll like this. And if you 
don’t, you, er... won't.” 
The main problem with any 
sport related game is that, by the 
time the game has been written, 
packaged and distributed, you 
can bet your life that twenty per- 
cent of the information is out of 
date. Football is probably the 
worst casualty of this, with play- 
er transfers every five minutes, 
not to mention the odd ‘strategic 
change of management’ (you 
mean sacking fat blokes for tak- 
ing bungs, don’t you? — Andy.). 


i ‘m the first to admit that | 


adventure, and as you plod 
around meeting people and gen- 
erally developing your character, 
you'll start to step up in terms of 
locations burgled. 

Recruit some experienced safe 
cracker (for a share of the profits 
obviously) and jewellers, state 
houses, and even museums start 
to appear on your possible loca- 
tions list. Then it’s time to visit 
the tool shop and buy yourself 
some new equipment, but watch 
out for the local copper in dis- 
guise — you get the gist. So any- 
way, “what's the problem with 
this here CD thingy then, Matt?” 
| hear you say. Frankly, it’s a bit 
poo. No, hang on, I’m being 
unfair. There's now full speech 
(for your character only, mind) 
and though I'm not normally a 
sucker for such things, it’s actual- 
ly done very well. No, the prob- 
lem with the CD version is that, 
while you can save positions to 
the memory, they'll wipe as soon 
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PREMIER MANAGER 3: 


MULTI-EDIT SYSTEM ® Gremlin © £14.99 


Well, thanks to a rather attrac- 
tive little editing program from 
Gremlin, players of Premier Man- 


ager 3 can now take matters into 


their own hands, chopping and 
changing everything from play- 


er’s names to the entire structure 


of the league. And frankly Brian, 
there’s more... 
well as 


7 area of the game; chang- 

ing stadium details, man- 
player ratings, 
and even the names of injuries! 
Long gone are ‘bruised ribs’, 
here, try new improved ‘acciden- 


tally brutally severed ankle while 


tying laces’. 

At 15 quid, this isn’t exactly a 
bargain, and though nicely pre- 
sented it can’t really have been a 
major programming ordeal. Still, 


it does the job, and I’m sure it’s 
just what PM3 players will have 


been dying for. 
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as you turn the machine off. To 
get around this, Black Legend 
has incorporated a password sys- 
tem, so that after every burglary, 
you get a new code to use when 
returning to the game. 
Unfortunately, this only saves 
your approximate position in the 
game (because of the complexity 
of the game detail, so Black Leg- 
end tells me) so there’s no record 
of how much money or tools you 
have at the end of play. This can 
actually work in your favour, as 
the game credits you with the 


cosmetic 
, changes, you can get your 
teeth into just about every 


OVERALL: 80% 
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IMPACT 1995 


Audiogenic @ £9.99 


ou might be wondering 
what's going on here. 
‘Updates’ is usually the 


place where | review games that 
have already appeared a few 
months back, and then given 
birth to an A1200 or CD32 ver- 
sion. “But what the hell is 
Impact?” | hear you ask. Well, 
it’s basically a very old Audio- 
genic game that was souped-up 
a bit, but never released. For 
some reason, they've now decid- 
ed to clear out their kitchen cup- 
boards and release this Impact 
thing, the 1995 version, at a 
budgety price. So, there you go. 

I'm sure one look at the 
screen shot here will tell you all 
you need to know; namely, that 
Impact 1995 is a_ Break- 
out/Arkanoid clone of the first 
order. Your task is a simple one; 
just bounce the ever-speeding- 
up ball against the bricks until 
they've all been destroyed. After 
that, you’re warped on to the 
next level (of which there are a 


ret , eo that the:8:15 to 
i Weorgate has beer cancelled due to 


persistent incompetence.” 


amount of gear it thinks you 
must have had to progress as far 
as you have. Unfortunately, this 
can also lead to you having to hit 
the same building twice just 
because the game doesn’t know 
the precise details of your last 
game. Doh! 


Other than this niggle (which- 


is a right old shame) The Clue is 
still a highly original and enter- 
taining game, but certainly loses 
some of its appeal due to the 
above problem. Damn. 


OVERALL: 82% 
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staggering 125!) for more fun 
and frolics. 

Anyone familiar with the 
Arkanoid series will be used to 
the idea of falling power-ups, 
and here they take the form of 
credits which can be collected 
and saved until the desired 
effect is highlighted in the side 
panel box. Andy what’s on 
offer? Well, you've got your 
slowdown, magnet, multi-ball, 
wide bat, torch, laser, smart 
bomb, missile, and force field. | 
won't explain these because it’s 
damn obvious what they do. 
(Er, is it? — Harry ‘no childhood 
games history’ Attrill.) 

The levels progress in the 
usual way, with blocks gradual- 
ly needing more and more hits 
to be destroyed, while the ball’s 
speed gradually gets more and 
more ludicrous. There are a vari- 
ety of aliens floating around the 
place, deflecting the ball and 
generally being a nuisance, and 
by level fifteen you've also got 
some nasty little pear drop 
things that freeze for an agonis- 
ing second or so, leaving you to 
watch helplessly as your ball 
passes by. 

Impact 1995 is a little too 
plain for my liking, and even 
though it’s at a budget price, 
considering the amount of 
excellent, all-singing, all-danc- 
ing clones available for a couple 
of quid on the PD market, | 
can’t really recommend this to 
you. The only other thing that 
might possibly tempt you is the 
screen designer that comes free 
with the package. Hmm, didn't 
think that would get you too 
excited. 


OVERALL: 52% 
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Hurrah and huzzah! Once again, we do fibble and nibble at the very crux of the mat- 
ter-node. My purpose? To inform ye of the impending budget software that doth flap 
towards thee. My style? Utter gibberish. Call for Matt, Andy, and Harry! 
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s day, it r Sale 
the mos i ’press example of 
miga pre : ramn e've 
jever s . The thur 


> 2 eae 
| line of the title mu: ic is just as 
funky; oe. lishec tS visuals — 


nuch your eyes st art 
to weep pus; and it’s a: Ree, 
amon as your smooth 
Sie it's clk 
, knobs, , whistles an ha 
Folie! as the PD v ion of the 
original arcade c aky_ is still 


Ad 


‘re icky), that’s no bad 
| . And the ice teas 
section? Well, the ex ed 

lifespan ofa pair of pants Ss 
plummeted, Tecan tell you. — 

Although some ibe 5 


2ugh. Th ature 
ets . 
unfe aye BS 


Powerplus £16.99 


hen those in charge 
back in the Second 
World War set about 


naming their aircraft, fear was- 
n't foremost in their minds. 
After all, the thought of a ‘Flying 
Fortress’ looming overhead 
doesn‘t exactly necessitate nap- 
pies, does it? Surely the title 
‘Death-bringing Monster from 
the Arse of Planet Doom-17’ 
would have been miles better? 
Still... 

The B-17 is what you've got, 
and_ its  less-than-frightening 
name gives some indication of 
the beast we're dealing with. It's 
more like a flying hotel, with a 
massive crew of 10 spread 
throughout its mighty hull. Not 
surprisingly, the B-17 is not the 
most agile of planes, and, rather 
fittingly, this sim isn’t exactly the 
most action-packed available. 

But those who prefer a deep- 


er sim are more than.catered. for 
here. You can swap between the 
pilot, all of the many gunners, 
and even the bloke who gets to 
drop bombs on the hapless ene- 
mies’ heads at the flick of a 
switch. For its huge amount of 
missions and stuff, here's a 
cheery yet confident thumbs-up 
for the game’s longevity. 
However, if you prefer a more 
fast-paced simulation then you'd 
better give this a miss. Although 
it's graphically impres- 
sive (especially on an ta? 
A1200) and presented ~ ™ 
nicely, B-17 is still per- - 
haps a tad boring, 
and more than a 
little expensive 
for a budget 
release. [MB] 


Empire £34.99 


3 es, it's the third instal- 
ment of Empire's clas- 
sic collection of com- 


“» bat games — hence the 
? ‘three’ in the title. A touch 
i, spookily, ‘three’ also relates to 
= the number of games con- 
3 tained within this collection. 
~~ Crikey! Call Esther Rantzen. 


is Gunship 2000; MicroProse’ s 
brilliant helicopter simulation. — 
Giving you a choice of ‘copters — 

’ to blow things up with’, and 
the option of flying with wing- 


a per y= 


The graphics engine is b i: 


x, 
e 


- ture-mappiest sceneries - thi: 
‘. side of a PC. Indeed, the ¢ 


IBM-compatible grand-d dat 
aren't immediately wrest 


_ chopper sim available. 

Although a little old now, 
; the next game in this pack, 
». Campaign, is still an absorbing 
3D strategy-fest that com- 
:, bines polished visuals with 
y some of the blastiest action 
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COMBAT CLASSICS 3 


i _— By far the best of the bunch — 


Rs men, this fast 3D simulation | s % 
P as deep as it is playable. Just ed. Just like me. 
like me. ate, oo 


teringly fast, with some ¢ f 
the sexiest, smoothest, tex- _ remer 
percent or so on its original 

edif- sr ease, and that’s more than | 
ferences between this and it: 


making this the best serious _ 


Fal 
Historyline: Teutonic wargam- , 
ing at its, er, wunderbariest. 
this side of Salisbury Plain. It 
says here. 
However, it's by no means Z 


win 


perfect; attempting to blow y 


up enemy vehicles from your ¢ 
vantage point in the 3D bits = 


can be frustrating as the 
screen tends to distort the 


view, and something that is 2 
- quite clearly at the tip of x 
_ your barrel can survive even 
the most vicious onslaught. 


Mind you, with practice these =_ 


situations can be avoid- “4 


= 
ASS 

a 
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2 But, as tank simulations go, 
mpaign is up there with “i 


oe he best of them. I seem to *- 


ber it scoring about 80 


pplicable here, quite a few < 
years later. ; 


“a 1914-1918, Blue Byte’s nifty © 

| ww sim, based around the 

successful Battle Isle game ~~ 
engine. By interspersing the f- 


strategic nature of the game 
with some brief animations “ 
depicting key moments, His- 
toryline makes itself slightly 
more accessible to the aver- ¢ 
age Amiga player. But it is, of * 
course, the strategists who'll : 
lap this up. gs 
Overall, Combat Classics 3° 
is an eclectically mixed bag P 
containing a universally pop- 
ular title, Gunship 2000, and Zé 
two distinctly specialist “) 
games — though Harry quite . 
likes both of them. True to 
form, these combat simula- 
tions are deep, involving and « 
taxing, but their superficial 
arcade appeal may alienate | 
them from your ‘typical’, fre- & 
netic arcade fan. For true fans * 
of the genre only, we reckon. & 
Squire. [AN] q 


y god! This is good. 
How on Earth did | 
manage to miss this 


MMB ee 
a» 


first time round? | must have 
either been mad, asleep, or pre- 
tending to be a small town just 
outside Southport. 

So anyway, what's all the fuss 
about? Well it’s a lot like the 
‘games of olde’ we often find 
ourselves reminiscing about, 
with elements of the Spectrum 
crinklies, Jetpac, Rex, and the 
great Cybernoid all mixed up 
together. It’s basically an arcade- 
exploration game, with some 
nice puzzles thrown in for a 
good dollop of measure. 

There’s a storyline supplied, 
but as is the norm on The One, 
I'd like to take this opportunity 
to ignore it completely. All you 
need to know is that you've got 
to find yourself a nice big gun, 
open as many doors as possible, 
and make use of your rather 
excellent ‘personal teleporting 
capability’ that allows you to set 
markers and then voluntarily 
warp around the place like Cap- 
tain James T. Kirk on acid (cue 
‘Lucy in the Sky’ — Andy.). 

There’s an enormous map to 
be explored, with traps, switch- 
es, transporters, enemy guns, 
robots, and baddies a’go-go. 
You'll be glad to hear that the 
puzzles stand miles above the 
general Dizzy-esque pap we've 
become used to, with some real 
mind-bending problems tucked 
away in the darkest corners of 
the game. 


ee 


I'm particularly taken with 
Exile as, not only does it display 
a real, er... display of originality, 
but it has tons and tons of char- 
acter. The graphics, though a tad 
old fashioned, are quirky in the 
extreme, and the sound is both 
powerful and silly (I'm sure | 
heard a Monty Python “Ni!” in 
there somewhere). 

The control method is an 
interesting one, and while your 
character is highly manoeuvrable 
with joystick alone, once you 
start manipulating his icon 
menus (oh! Go on with you, 
saucy! — Babs Windsor.) you 
can start to make really good 
use of the limited supply of 
grenades, along with the other 
objects collected. 

I've deliberately not men- 
tioned the ‘1995 A1200 update’ 
that I'm reviewing elsewhere in 
this issue, because I’m sure I'll be 
referring to this original many 
times during that review (and 
though you’re probably reading 
this review having already read 
the main review) I've yet to get 
my teeth into it. 

All | can say is, if you, like me, 
like me, then you like me (Sorry 
Mr Byron, | couldn't help 


myself!) No, what | mean to say 
is that if you missed this game 
first time round, there really is 
no reason | can think of why you 
shouldn't go straight out and 
buy it now. So, er... 


do! [MB] 
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© cleansing strigil! 
O fienshing blade! 
O sharpling thorns 
‘neath liberal 
day's delight 
festooned and layed 
soft about with 
blooms, hi. 

What's it like to lie 
‘gainst the bosom 
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Ben Smith of Middlesborough is becoming somethingtof. 
‘a regular star of THe One'sitips pages, with his neatly- © 
written tips for CF2. The lucky litil fella will be receiving a 
bag of goodies in return... when we remember, that is. 
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VALHALLA 


BEFORE THE WAR 


Boy have we got a visual treat for you! Yes, it’s Valhalla, Before the War | shouldn't 
wonder. In textual terms, you will agree that a more eclectic and pretentious proces- 
sion of ludicrous juxtapositions and non-sequitors is unlikely to be conjoined this side 
of Salvador Dali's oh-so intellectual arse. Hey, but that’s art for you! 


LEVEL 1 
In the room where you begin the 
level, you'll see this Wizard. Look 
at him, and he will speak to you. 
Take the book, and the piece of 
paper with ‘I am Infinity’ written 
on it. Operate the floor-tile in the 
bottom right-hand corner of the 
room, then partake of the potion 
of faith. 

The passageway is the only 
way out of this room, because 
the Wizard blocks the exit. Your 
task for this level is to destroy the 
Wizard. The passageway is filled 
with hot coals; if you stand on 
them your stamina begins to 
drop. Drink the potion of faith, 
and leg it down the passageway. 

There are quite a few rooms 
open to you, but the one you 
need is Infinity's own bedroom — 
the one with the racing track in it. 
Operate the floor tile in this 
room, and quaff the potion 
of strength. Handily situ- 


bedroom. At the same time he 
asks you for a sign. In the maid's 
room operate the floor tile near 
the suitcase to find a playing card. 
Another floor tile reveals a com- 
pass. Take the door key from 
beside the bed. 

Back in the carpenter's work- 
shop put the compass on the 
gambler’s tomb, and take his 
snail. Put the compass on the map 
near to where you found the 
clover, and take the St Christo- 
pher. Go back to Infinity's room, 
and put the snail on the racing 
track. Two other snails appear, 
and, uncannily, they _ race. 
George’s snail loses every time 
and you gain nothing. Hunt 
around until you find some Vase- 
line on the floor, put the snail on 
top of it, and George's snail is 
transformed into a racing snail. 
Put it back onto the track, but this 
time, incredibly, it's a dead 

heat and the two casket’s 


ated nearby is the Ora- «open. Take the rusty 
cle; look at him and he “= ~—soobject and the diary. 

will ask you to bring e ; Put the rusty object 
him luck. Take the left- ™."" @ “""a— on the sanding machine 
hand exit out of this . = sin the carpenter's work- 
room into the car- : | shop, and take the 
penter’s workshop, door key. Place the 
take the chest key, & diary on the mad- 
then pull the lever © ~— man’s tomb in the 
to gain access to a a kitchen and guzzle 


large rock. Drink the 
strength potion, remove 


the rock, and pick up the ~ 


clover. Which is lucky. 

Put the clover on the 
Oracle, and lo! He opens 
the door into the maid's 


the confusion spell. 
The first key you found 


“=~ __— opens the locked door by 


the Vaseline. Inside is an 
altar with nothing on it. 
Each time you walk 
towards it a_ pearl 


| PURPOSE OF CAPTURING ALL THE LOST 


| SOULS OF VALHALLA. 
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appears, but each time you get 
close enough to take it, amazing- 
ly, it disappears again. Take the 
picture out of this room. Nearby is 
the maid‘s room; put the St. 
Christopher on the suitcase and 
take the safe travel potion. 

in the kitchen notice the dupli- 
cation stones. The book nearby 
warns you of the passageway 
beyond the locked door. Put the 
safe travel potion on the duplica- 
tion stone, and take both potions. 
Open the door with the silver key, 
and travel down to the electrical 
device. Gulp down the safe travel 
potion, and pass_- through 
unharmed. Pick up the sugar, the 
potion of lies, and the door key to 
get back out. Grab the note from 
the goblin informing you that if 
you give him a gift fit for a King 


”~ 
- a eee 
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he will disarm the passageway. 
The goblin sits on his sofa. Travel 
back the way you came before 
your potion runs out. 

Each time you look at the car- 
penter he tells you he has a gift 
for the King. Place the confusion 
spell in front of him, and in his 
confused state he asks who you 
are. Stand and face him, drink the 
potion of lies, then look at the 
piece of paper in your rucksack 
that says ‘I am Infinity’. Lying 
through your teeth you tell him 
instead that you are the King, and 
he will hand over a jewelled box, 
a gift fit for a King. Drink the sec- 
ond safe travel potion, and travel 
back down to the goblin; give him 
the box, and he will disarm the 
passageway, opening the door 
into the Wizard's room. 


Operate the floor tile and take 
Infinity's teddy bear. Read the 
spell book that tells you how to 
destroy the Wizard. Travel 
through the door opened by a 
lever, taking note of the three 
tombs as you pass, open another 
door with a lever which provides 
you with a shortcut back to the 
kitchen. Take the section of pipe, 
and put the snooker chalk on the 
tomb of the hustler. Get the 
snooker cue. 

in the wall behind the disap- 
pearing pearl, there is a small 
hole. Insert the snooker cue into 
it, and the pearl is knocked to the 
floor. Pick it up, (the pearl, not 
the snooker cue (doh!) because 
you'll need it (the pearl not the 
snooker cue, doh!) for the spell. 
Now you have the ingredients to 
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make a cake. Put the cake tin on 
the stove in the kitchen, then drop 
the egg in along with the flour 
and the sugar. Take the cake for 
use later on. 

Put Infinity’s teddy bear on his 
bed, and get the sleeping pills. Put 
them on the tomb of the insomni- 
ac near to the Wizard's room. Take 
the nightmare spell, and put it in 
front of the cook who, ‘til now, 
has told you to leave her alone 
because she’s trying to have a 
sleep. Now, put the cake in front 
of her, and she'll ice it for you. 

in the carpenter's work- 
shop put the picture 
onto the saw, take sail 
the piece of jigsaw BE 
that fits into the — 
incomplete puzzle 
nearby. The chests 
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open allowing you to take a heavy 
ball and a door key. Put the piece 
of pipe next to the glass in the 
carpenter's workshop, travel to 
the other end of the pipe that it 
fits onto, then put the heavy ball 
on it. The ball rolls down the 
length of pipe and smashes the 
glass that was concealing the 
potion of faith. Save this for use 
later on. 

Take the iced birthday cake, 
and give it to the maid who tells 
you, hilariously, that she was only 
joking. In a fit of abject fury, kick 

her stupid head in. (Sorry, 
only joking). She gives 
you a sapphire for your 
trouble. The book of 
birthstones will, 
rather interestingly, 
inform you that it’s 
the birthstone of 
Libra, so put the sap- 
phire in the scales near 
to the Vaseline, take the 
sign of Libra and give it to the 
Oracle who gives you a vase. 

The key from the jigsaw chest 
opens the door into a room where 
there’s an identical vase on one 
side of a locked door. Place your 
vase opposite, and the door 
opens. Before you walk inside, 
save your game because this is 
the maze. Pull the lever to open a 
door elsewhere, then travel past 
the electrical device. Once you're 
done, your potion timer goes up, 
and begins to descend informing 
you how long you have before the 
door out of the maze locks itself. 
The book at the entrance to the 
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maze explains all about it. Some- 
where inside here is a chest for 
which you have the key, and 
inside the chest is the Wizard's 
staff which you need for your 
spell. 

The lever in the maze opened 
the door below the carpenter's 
workshop, and inside is an old 
man who tells you he’s hungry. 
Notice also the potter’s wheel on 
which you place the clay. Operate 
the button on the potter's wheel, 
and take the soggy clay bowl. Put 
this on the kiln in the Wizard's 
room, and take the fired bowl. Fill 
this up with stew from the 
kitchen, and deliver it to the old 
man. He rewards you with a coin 
for the piggy bank in the maid’s 
room. Take the fan and the sword 
from inside the chests. 

Back in the Wizard's room, put 
the fan on the left-hand altar that 
prevents you from reaching the 
love letter. The fan blows the let- 
ter off its perch so you can take it. 
Put the sword on the tomb of the 
duelist nearby, and take the jew- 
els; put them on the tomb of the 
jeweller, and take the pound note. 

You now have all the ingredi- 
ents for your spell. The pearl, the 
love letter, the pound note and 
the Wizard's staff. Put them all 
into the Wizard's cauldron, and 
take the banish spell. Travel back 
to the passageway of hot coals, 
drink the potion of faith and walk 
down it. Place the banish spell in 
front of the Wizard, who disap- 
pears into the floor, leaving the 
way clear into level two. 
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Fairy is now tougher on those dirty big end of level guardians, but sadly indifferent 
to the softness, or otherwise of your beautiful hands. 


TIPS 
Don't rush throug 
There's no time limit 
f you miss a badd 
71 you Il need tn 
It's much easier to 
th a chest or bou 
oniy one nit is nece 
much safer against th 
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ingredients or health 


A t+ . awrinat 
ATter compietion 


three lives up for grabs: 

Life number 1 — Instead of bounc- 
the springy leaf, walk 

through the tree and jump on to the 

then quickly off 

it falls away. A chest will 


appear containing that much-need- 


ing up on 


platform, again 


ed icon 
Life number 2 — After the springy 
leaf on the second part of the level, 


walk on until you see a chest appear 
ona high platform. You can collect 
this life by bouncing on an enemy's 
head, and landing on the platform... 
easy! 

Life number 3 — When you get to 
the stalk, jump up the first two 
leaves and then jump to the left. 
Another leaf will magically appear, 
and a further jump left on to the 
platform will gain you another ‘Flink 
Tace . 

@ Always attempt to knock the heli- 
copter pilots off with the little crea- 
and grab their 
before they fly off They often allow 
you to reach otherwise unobtainable 
lives and health. 
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INGREDIENTS 


END-OF-LEVEL 
GUARDIANS 
1. HAIRY GUY ON 
STILTS 
Avoid prongs. When the monster 
move underneath him and 
walk with him, picking up the boul- 
der when possible. At the bridge he 
suddenly turns, so watch out! 
When he leaps again, run (or jump, 
because it’s quicker when carrying 
something) towards the platforms. 
Climb to the top, and throw a 
boulder at his head. 


NECKLACE 


2. THREE MENINA *” 


WALKING MACHINE 
Boulders sometimes fall from the 
centre of the contraption, so be care- 
ful. Walk to the right of the screen, 
and pick up a boulder. Bounce up on 
the springs, and throw the rock at 
the little men. 
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3. APE 


After he’s finished jumping around 


apples will fall from the trees above. 
Move into the gap, wait for the 
apples to fall and pick up the bright 
red apple. Throw it at the ape, jump 
over it when it bounces off him, and 
repeat the process. 


4. SPIRIT 

Leap over his shots, and avoid his 
hands when he claps. Then, when 
the smoke clouds appear, stand up 
on them until they are above him, 
and jump on to his head. 
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5. WAINWRIGHT 
nfase ml 
= <2 9m, cloaked figure, and 
duck or jump the 
fireballs. After a 
few, Wainwright will stop. 
This is your chance! Jump up 
on the wizard, then jump off, and 
keep doing this until he transforms 
into a dragon, and bounce upon the 
creatures. These, like those thrown 
by the helicopter pilots, should be 
picked up and then chucked at the 
head of the beast. 


More tips for this ever-popular game, this time from Simon Dunnett, Paul Marsh, 
Gareth Hurst and Damian Leggitt, who are all self-confessed Duck-lovers. 


e have found, through 
extensive playing, the 
best players for your 


teams. There are two ‘hidden’ 
characters, called Mark Collis and 
Ferrah Orosco, and they both play 
for Cambridge Utd in division 
three. Although they cost about 
£2.5 million each, their value 
jumps to about £11 million when 
you buy them! They are incredibly 
class players, and they'll get any 
team back on form — even Arse- 
nal! Indeed, if you look carefully 
at the loading screen, you will see 
they are two of the programmers. 

But, there are other players 
worth buying; and here is the 
best of the bunch. Bear in mind 
that some players won't come to 
your club, and some players don’t 
do very well in other clubs. 


DEFENDERS 

Stig Inge Bjornebye Liverpool 
Rob Jones Liverpool 
Neil Lewis Leicester 
Marc Hottiger Newcastle 
Paul Warhurst Blackburn 
MIDFIELDERS 

Darren Casky Tottenham 
Julian Joachim Leicester 
Graham Hyde Sheff Wed. 
Mike Marsh Arsenal 
Paul Dickov Arsenal 

Nil Lampty Aston Villa 
Matt Le Tissier Southampton 
Jason McAteer Liverpool 
Ryan Giggs Man Utd. 
John Williams Coventry 


ERIC CANTONA 


S2% MATCH FIT - SHIRT NO.@S 


THIS SEASON 


Chris Sutton 
Alan Shearer 


Robbie Fowler 
Teddy Sheringham 
Darren Anderton 


Paul Kitson 


Tommy Johnson 
Don Hutchinson 


Peter Ndlovu 


Jan Aage Fjortoft 


Mark Hall 
Ade Akinibiyi 
Andy Cole 
Uwe Rosler 
Eric Cantona 


ATTACKERS 


Blackburn 
Blackburn 
Liverpool 
Tottenham 
Tottenham 
Derby 
Derby 
Liverpool 
Coventry City 
Swindon 
Southend 
Norwich 
Newcastle 
Man City 
Man Utd 


“STABUY ADD HST 


, LAST SEASON I 


SWAP WITH 


NEW 
FORMATION 


WIN BONUS 


LONG BALL 


A — Attacker 

S — Support 

M — Midfield 

D — Defenders 

GK — Goalkeeper 
— Push Forward 
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And one of the best formations 
| have found is: 


© In multiplayer, you 
can sell players that are tar- 
geted by computer teams by 
going to the selected player tar- 
geted, and clicking on Buy. Now 
go to one of the other players, 
make him bid £0, and put the 
price up on the player you are try- 
ing to sell. Most of the time the 
computer will interfere with the 
bid, and offer you money for the 
player. Deny the first two bids, 
accept the third, and you will have 
sold the player. 
Players going to for- 
eign countries always play 
well in that season. 
Sell players when they 

reach 30 or 31 years old, 
because they are pretty useless; 
and one year before they retire 
they are worth about £10,000 - 
even if before they were worth 
£3,000,000. 


Tables/fwards 


SHADOW 
LEVEL 16 

Jump the first lemming 
out of the left-hand door By 
across to the spade. The ~ 
first, second and third § 
lemmings out of the J 
right-hand door should 
be allowed to fall to the #% 
platform below _ the 
trapped lemmings; block 
lemming 1 just to the 
right of landing. Turn the f 
second one around, and 
pick up the ceiling plungers; make 
the third lemming turn, hit the 
blocker, and turn around. Leave a 
big enough gap for lemmings to 
land, and turn him into a blocker to 
trap the other lemmings. 

The second lemming should now 
have the plungers; use them to cross 
the gap. He will pick up the bricks. 
Go back to the lemming with the 
spade, and let him dig through the 
column to the right. Go back to the 
lemming with the bricks, and build 
from the edge of the left platform in 
a down/right direction while the dig- 
ger lemming digs through the crates 
and then the right column. Let the 
lemming that has finished building 
drop down and collect the spade. 
Let him bash through the left col- 
umn, and all 32 lemmings will 
escape. 


3 


LEVEL 17 


Turn the third lemming into a block- 
er. Let the first lemming pick up the 
spade, dig right to the plungers, and 
the dig diagonally up/right to avoid 
the purple baddy. Drop the spade 
and pick up the bricks, then turn 
around, jump across the gap and go 
back the way you came. Build across 
the dissolving stone, build up to the 
other lemmings, and then build up 
to the spade. Drop the bricks and 
pick up the spade to bash through 
to the column on the right. Drop 
them, pick up the hadoken, and use 
it on the purple baddy; pick up the 
bricks and build to the exit. 
Release the blocker to complete 
the level with 32 lemmings. 


LEMMINGS 


BAA 


LEVEL 18 

Three of the trapped lemmings will 
pick up the grenades automatical- 
ly, and use the grenade when fac- 
ing the other trapped lemmings. 
When they are all standing on the 
row of steel blocks, this will allow 
all of the trapped lemmings to 
group together. The lemming who 
Starts near the exit should pick up 
grenades at the start. Make him 
throw a grenade from just under 
the entrance when facing right, 
and again from the same position 
facing left to free the other lem- 
mings. Now jump the lemmings 
past the vulture to free all 40 lem- 
mings. 


LEVEL 19 

Jump the first lemming across the 
gap, and let the second one fall 
down. Make the third one a blocker. 
The second lemming should leave 
one of the bombs midway to blow a 
hole through the platform. Free the 
lemmings, who should now all 
escape. The first lemming should use 
two bombs on the thinnest part of 
the platform, blocking the two lem- 
mings, and use a third bomb to 
blow a hole in the floor. Drop the 
bombs, and pick up the spades on 
the roof. 

Dig down the centre of the roof, 
through the floor, then turn the lem- 
mings around so that they fall into a 
small gap to the side of the wood 
hut. Dig to the right to get the other 
spade, and then dig through the 
side of the building to free the other 


trapped lemming. Dig through the 
remaining column to the right, and 
all 44 lemmings will escape. 


LEVEL 20 

Let one lemming jump to the plat- 
forms on either side of the entrance, 
and then set blockers on either side 
of the entrance. The free lemming on 
the right will pick up the umbrella 
and float down, while the free lem- 
ming on the left will pick up the 
bricks and get stuck. The right-hand 
lemming will pick up the bomb, and 
jump over the traps; use the bomb 
on the pillar trapping the lemming. 
Let the freed lemming pick up the 
bricks, avoid traps, and build up with 
all the bricks you have got so that the 
drop for the other lemmings is not 
too great. The stuck lemming will 
build steps to free himself, and also 
across the gap between the train fun- 
nel and the platform. Free the other 
lemmings, and all 45 lemmings can 
escape. 
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LEMMINGS 3 


Has anybody here actually seen a lemming? What do they look like? Are they as easily 
led as Psygnosis seems to be implying? Do I, frankly, give a stuff? 


LEVEL 21 
First lemming builds up to the car- 
riages. Use two lemmings to the 
right to block the others; drop the 
bricks and pick up the spade. Drop 
the spade behind the bricks, pick 
up the bricks again, build up to the 
crates on the last carriage, and 
then drop the bricks. Pick up the 
spade and dig up through the rock 
in an up/right direction. 

Pick up the ceiling plungers and 
use them to cross the two gaps; 
pick up the bricks and build up to 
the long platform to the right. 
Drop the bricks and pick up the 
bomb, use the bomb by the wood- 
en column, and pick up the bricks. 
Turn around about 2/3rds of the 
way to the right, and build up/left a 
space between the end of the built 
Stairs and the adjacent platform. 

Drop the bricks and pick up the 
wall plunger, then drop down 
through the gap you left. Go left, 
and use the plungers on the steel 
wall. Drop the plungers, and pick 
up the bricks. Build up to the 
bombs, drop the bricks and pick up 
the bombs, then use a bomb on 
top of the spade so they fall and 
can be picked up by the trapped 
lemming. Dig to the left and fall off 
the ledge, walk back to the hole 
left by the bomb, and dig down 
through the remains of the plat- 
form. Walk right, and bash through 
the rock and pillar on the right, and 
release the other lemmings to com- 
plete the level with 46 lemmings. 
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LEVEL 22 

Pick up the extra time and jump the 
last lemming across, avoiding the 
vulture. Pick up the bricks and build 
across the gap in an up/right direc- 
tion, then drop the bricks and pick 
up the hadokens, and fire them left 
towards the vultures. Pick up the 
bricks and build a step on the left to 
allow the lemming to walk back. Go 
right and build up to the funnel, and 
across the gap to the trapped lem- 
ming. Build up to the top of the area 
blocking the lemming, and keep 
turning around to dissolve the plat- 
form and pick up all of the spades. 
Dig down and then left to free the 
lemming, go back to the left and 
drop into the area where all the 
other lemmings are, and then bash 
through to the exit to free all 47 
lemmings. 


LEVEL 23 

There are two entrances, and you 
must tackle the bottom one first — 
so set a blocker to the right of the 
top entrance. From the bottom 
entrance (! — Andy.) pick up the 
hadokens and use them on the pur- 
ple baddies. Go back to the top 
entrance and release one of the lem- 
mings, pick up all the grenades and 
then drop them. Pick up three of the 
four shovels, and drop them over 
the edge. Get the remaining spade 
and turn him into a blocker. Return 
to the bottom section, and pick up 
the spade; dig down and right, and 
then once the bottom has been 
reached dig right under the large 
column, and then up and right. 
Drop the spades, pick up the ceiling 
plunger, and use it to cross to the 
wall plunger. Pick up the wall 
plunger, and use it to climb up the 
three faces of the wall. Drop the 
plungers, and pick up the bricks to 
build across the gap. Release the 
blocker, and select the digger, then 
dig up and left to free the lemming, 
and complete the level with 48 lem- 
mings. 


LEVEL 24 

Let the first lemming drop down, 
and get the plunger. Set blockers to 
the left and right of the entrance, 
then use the plungers across the dis- 
solving roof to release the bricks. 
Continue right and pick up the wall 
plungers, and scale the wall to the 
right. Dissolve the roof of the sec- 
tions with the trapped lemming. 
Drop off the roof, and jump from 
the dissolving platform to release 


the brick, and land on the right-hand 
platform. Drop the plunger and pick 
up the bricks, jump left to the lower 
platform and pick up more bricks. 
Build left across the water, turn 
around and build down to the exit. 
Turn again, and drop the bricks off 
the left edge, and head towards the 
exit. Jump over the exit and pick up 
the spade, jump over the exit again 
and dig through the pillar to the left. 
Drop the spade, and pick up the 
bricks, then build up/right to the 
bridge. 

Return to where all the bricks 
were, and build up about 10 times, 
then up/left across the gap. Release 
the other lemmings and they will 
escape, then use the builder to build 
up to the very top platform. Let him 
walk to the right, and cross the dis- 
solving platform so that the spade 
falls into the section where the lem- 
ming is trapped. Drop the bricks, 
pick up the umbrella, then go left 
and float down. Let the trapped lem- 
ming use the spade to the left, and 
then through the steps. All 49 lem- 
mings should now be saved. 


LEVEL 25 
Let the first lemming pick up the ceil- 
ing plunger, and use it to cross the 
gap between two laser traps, and 
pick up the bricks. You will now be 
stuck here. The lemming in the third 
ledge down with the bricks can build 
vertically 12 times, and jump onto 
the high ledge above the laser traps. 
Build past the box trap, and then 
above the two trapped lemmings. 
Drop the bricks onto the dissolv- 
ing roof, and walk across, allowing 
the bricks to drop to the trapped 
lemming. Pick up the spade. Drop 
down into the right-hand area 
where a lemming is trapped. Go 
back to the lemmings on the third 
ledge down and use a digger to 
make a hole in the floor. Do it again 
on the next layer, and the two layers 


below will automatically dissolve, 
although you must avoid the three 
laser traps on the lowest layer. 

Dig to the right, and twice more 
through the two long columns to 
release the stuck lemming, then walk 
to the right dissolving the platform 
over it and using the previously stuck 
lemming who has the bricks to build 
across the water. Get the digger to 
dig towards the laser traps, then get 
the builder to build across them, and 
the digger can then dig the column 
on the other side of the traps. The 
builder will build across the next two 
gaps, drop the bricks and pick up the 
ceiling plungers. Use them to get 
across the water, and pick up more 
bricks to build across the water. 
While he’s building, release the 
blocker at the top so all of these can 
escape. Going back to the trapped 
lemmings, then dig through the cen- 
tral column and down in the centre 
— making sure you avoid the vul- 
tures. You now have 51 safe lem- 
mings. 


LEVEL 26 

Turn the free lemming into a blocker 
on the left-hand side next to the 
steel column. The first uses the 
umbrella to drop down, and set a 
blocker so that all the other lem- 
mings don’t die. The lemming that 
drops down must get the spade, and 
dig diagonally up/left to take away 
some of the platform above. Drop 
the spade and pick up the bricks, 
then use the bricks to build up to the 
next platform. Drop the bricks and 
pick up the spade, and do the same 
as for the previous platform; then 
repeat this for each level until you 
reach the blocking lemming. Release 
the blocker to pick up the shovels, 
and build up twice, then right once, 
then left once to reach the top. Build 
up to the barrels on the right, and 
get the digger to dig through them. 
Build on the left to stand on the steel 


block, and build across to the 
entrance. Release the lemmings, and 
all 52 will escape. 


LEVEL 27 

Let the first and the third lemming 
out of the door go free, and set a 
blocker after them. Let the first lem- 
ming swim across, while the third 
lemming builds to the water and 
then back up to the first pit. Make 
the first lemming drop the rubber 
ring, and pick up the wall plungers. 
Use it to scale the steel wall, and 
then drop the plungers and pick up 
the bricks. 

Dig diagonally left and down to 
the crates, then pick up the spade 
and dig through to the third lem- 
ming. Turn around and drop the 
spade, then fall down and pick up all 
the bricks. Release the lemmings, 
and then block them again on top of 
the top steel platform at both the 
front and the back. The third lem- 
ming will drop the plungers and pick 
up the bombs. Let the builder go 
down and to the right, then when 
he’s level with the bottom platform 
build to the right. Then after about 
seven blocks build vertically upwards 
seven times, and then up/left twice. 

At this point, set him as a blocker, 
make the third lemming walk about 
halfway down the built steps, and 
then use a bomb. Turn him around 
and turn him into the blocker. The 
first lemming must be freed, and 
now build down to the exit and 
release all the lemmings. All 52 
saved. 


LEVEL 28 
Set the second lemming as a blocker. 
Let the first lemming jump left from 
the buffer onto the carriage where 
the trapped lemmings are. Get the 
spade, and jump back across to the 
buffer. Dig diagonally up/right 
through the sheriff's hut, and get 
four of the five spades. Jump back 
across to the carriage again, and dig 
through the roof to the first trapped 
lemming, then dig left through to 
the other trapped lemming. Dig 
down through the rocks, and then 
across through the pillars. Let the 
three free lemmings escape and then 
release one of the lemmings to pick 
up the final spade. Turn around and 
dig down through the fourth col- 
umn from the right, stopping short 
of the end, and release the other 
lemmings to finish up with 54 
safe lemmings. 

MORE NEXT MONTH! 
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TIPS 
| 


INSANITY FIGHT 

To skip levels press and hold both 
mouse buttons, the joystick fire 
button and ‘L’. 


INTERCHANGE 

Level Codes: 25 STOO 

5 GLEN 30 SLOP 

10 KRST 35 GONE 

15 AIDA 40 KILL 

20 SEAN 45 SHOT 
INTERLOCK 

The level codes are: 

2 LEVELTWO 14 HEADACHE 
3 MAINWOOD 15 ROBOTICS 
4 MANDARIN 16 TPAURAGE 
5 WIVENHOE 17 DINOSAUR 
6 GARFIELD 18 CATEGORY 
7 STARTREK 19 SPACEMAN 
8 RELIGION 20 INSPIRAL 

9 SUNSHINE 21 UNIVERSE 
10 INDUSTRY 22 MULTIVAC 
11 FLOATING 23 BOASTING 
12 UNNUENDO - 24LAXATIVE 
13 SAPPHIRE 25 LANGUAGE 
INTERNATIONAL 
ATHLETICS 


This method is easier than wag- 
gling your joystick until either you 
break it or your arm falls off. Plug 
your mouse and plug it in the joy- 
stick port. When you move your 
mouse round and round on your 
mouse pad, your man runs at full 
speed and you rack up impressive 
times. But you wouldn't want to, 
because the game’s utterly arse. 


INTERNATIONAL 

ICE HOCKEY 

When you score pause the game 
until music stops for extra points. 


INTERPHASE 
At any time during flight enter 
‘Fenny’ (note: the F must be capi- 
tal, the rest in lower case to acti- 
vate the cheat). As soon as you 
finish typing, you are taken into 
view mode which allows you to 
cycle through all the aliens 
and all the objects in the 
game. You also have com- 


With the predictability of, let’s say a big stone, plus, the 
bottom-searing pleasureability of a long dump after a 
particularly memorable curry, we present, Classic Tips. Have a 
pore over the glistening stools of I, J, K and the pips of L. 


When you are knocked to the floor, pause the game and then 
unpause again. You will now be invulnerable. Be careful, because this 


works for the computer too! 
Codes to type in while playing: 


FREZ Freeze the game PAC Pacman moves across screen 
FISH Makes a fish leap out of water BIRD Bird flies across screen 


PERI periscope rises out of water 


Other words that cause effects are: 


ANBK FOOK 
ANGL GLZP 
EDHK GPZP 


plete mouse control over them — 
you can make them rotate, and 
zoom in and out, by holding 
down the left button and moving 
the mouse. To go to the next 
object hit the right hand mouse 
button. 


INVADERS Il 

For infinite energy and the best 
weapons available, type in JAM 
DOUGHNUT on the title screen. 


IT CAME FROM THE 
DESERT 

Before attempting to go into the 
ants’ nest, you should first save 
Elmer to get more flamethrower 
fuel. Some time between the 8th 
and 10th (I don’t remember the 
exact day), he will leave a note in 
his station saying that he is going 
hiking in the SW Volcanic Cone. 
Go to the volcano, fight the ants, 
and next day, visit Elmer's station. 
He'll thank you for saving his life 
and give you more flamethrower 
fuel. 

The entrance to the ants’ nest 
will never appear on the main 
map, but there are several other 
ways to get there: 

By taking a flight from Hilber’s 
Field. 

By driving a tank from a battle 
going on at a nearby location. 

By going south when you are ina 
battle at the M1 mine. 


SHAH SUNL 
SIMR TOTO 
STEW 


The entrance to the nest does- 
n't stay open long enough for you 
to get in before the ants start 
invading the various locations in 
the town, so you'll have to wait 
until they do. The 11th is the best 
day to enter the hole since it is 
very hot and there are few ants 
around. If you try cooler days, 
there will probably be too many 
of them around for you to handle. 
Also, if you decide to get to the 
hole by plane, you can land safely 
on the dirt road parallel to the 
tracks leading to the M1 mine. 


Pause the game. Type ZOBINETTE followed by Return, then unpause 
the game. Now press Comma key for an extra life or N key to skip to 
next stage. The next cheat is untested, and could possibly be for an 
ST: Pause the game. Type JC IS THE BEST (including spaces) to activate 
the cheat mode, then unpause to continue. Pressing N then advances 
you a level. DELETE kills all on screen enemies, while CONTROL kills 


the boss in the bonus stage. 


JAGUAR XJ220 

On the sound selection screen, 
choose the sound FX and select 
radio. This will cause the scenery 
to travel at twice the speed, yet 
the actual speed remains the 
same.Turn on the radio instead of 
the compact disk player and tune 
it to a frequency of 065.4 so that 
you can easily beat the lap 
record.When told to start engine 
press P twice to Finish Race. 


Enter code word JUNKMAN and 
press the following keys to get 
to other levels: 

On the title screen type JUNK- 
YARD (no space), now in-game 
pressing the RETURN key will 
toggle the cheat mode on/off. 
Now pressing following keys 
will take you to a different level, 
and pressing D will also make all 
locks disappear: 


Z — Level 3 C — Level 5 
B — Level 7 M — Level 9 
X — Level 4 V — Level 6 


N — Level 8 


Log on computer as DREDD then type in BRUCKEN PLAYING HERO 
QUEST followed by the RETURN key, and exit. The Help key can now 
be used to skip levels. NOTE: It’s possible that there’s no space in 


HEROQUEST. 


JIMMY WHITE'S WHIRL- 
WIND SNOOKER 

Enter Trick Shot mode. At any 
time on the table press the F7 key 
followed by the F4 key and finally 
the F1 key. A double-click sound 
will be heard. Return to the Con- 
trol menu and access the Demo 
mode menu. There should be a 
third option — DO A RANDOM 
147 BREAK. Select it and watch 
the computer perform 147 breaks 
all day long. 


JOHN MADDEN’S 
AMERICAN FOOTBALL 
Passwords: 

0540300 — Quarter final 
0150361 — Semi final 

0550361 — Superbow/l final 


JUG 

On the title screen hold down ESC 
and click the mouse pointer on 
the right edge of the picture to 
activate the cheat mode. This will 
give you infinite energy and lives. 


JUMPING JACKSON 
The level codes are: 

5 — ROCKNROLL 

9 — NOISES 

13 — ELVIS. 


KARATE KID Il 

Enter your name as ‘MYAGI’ into 
the high score table.During game 
press the P key to skip to the next 
level in one player mode. You can 
skip all the way up to the final 
encounter.in a two player game, 
you can skip to the second last 
screen. 


KEEF THE THIEF 

For something interesting in this 
game go up into the tree houses 
near the left side of the map. 
When you see a commercial like 
screen with woman in it make this 
spell: Rhino Horn, Black Pearl, Nar- 
cissus Root. 


KICK OFF 

As the computer or a friend is get- 
ting ready to take a shot, just 
hold down the fire button and 
the result will either be your keep- 
er saving the ball or knocking it 
over the net. 


KICK OFF 2 

Run along the function keys until 
an $12 or $14 appears at the top 
of the screen you should now be 
able to sub one of your players 
for your opponents goalie if you 
do it again you should be able to 
score no problems.Keep pressing 
R when you take a penalty. This 
will show you where the player's 
going to kick the ball. 


Level codes: 
Mission 2 — A66TRDEX 
Mission 3 — 2WWTR7EX 
Mission 4 — Q44FRCE2 
Mission 5 — 3XX8RCCM 
Another set: 

Mission 2 — A66TG7EZ 
Mission 3 — 2WWTQ7E3 


When the game asks for a mission code, enter ‘1 KILLING’ (try it with 
and without space). This will give you 28 nets and 29 PUPS. 


Mission 8 — W3Q8VCAM 
Mission 9 — 63QTGDEX 


To call up a map of level one, section one, boot up the game as nor- 
mal and when asked to hit FIRE, hit the HELP key instead. There it is. 
Do the same for each section. While the replay is playing press HELP 
to restart with 5 lives. When the GOOD LUCK...PRESS FIRE TO CON- 
TINUE screen appears, press HELP to reveal a map to the level. 
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KID GLOVES 

Press F1 to Pause the Game, Type 
in RHIANNON and the game will 
restart. Press F9 to become invin- 
cible. If you need more goodies 
press F1 again, and retype RHIAN- 
NON. Now Press F8 for nine keys 
and spells, along with $10,000 
cash. Still no good at the game? 
Pause again and retype the cheat, 
then F7 will put you onto the next 
level. You could also press F6 to 
appear in the shop, while F9 tog- 
gles immunity. 


KINGS OF THE BEACH 


Level codes: 
1 — SIDEOUT 
2 — GEKKO 


Mission 6 — XXX8VCCN 
Mission 7 — 4338VCCN 
Mission 10 — CA2TG7EF 


Mission 4 — QXX6G6EB 
Mission 5 — 3336RWE3 


3 — TOPFLITE 

4 — SUNDEVIL 

LOGIC ON — The computer plays 
for you. 

LOGIC OFF — Deactivated 

LOGIC ON. CHEAT ON — Obvious. 
CHEAT OFF — Deactivates CHEAT 
ON. 

EAT ME — Bigger sprites. 

DRINK ME — Smaller sprites. 


KINGS QUEST Ill 

To hide your possessions from the 
wizard, put them under the bed. 
When casting a spell and asked to 
recite a verse just hit RETURN. The 
King’s Quest series of games uses 
the debug command and inter- 
preter for the programmers (up 
to KQIII) KQIV doesn’t have it 
because of the tremendous size 
of the game. 

Have some fun and press the 
ALT key, then D, then Return or 
Enter twice. Now type in either 
GET OBJECT (and type in a ran- 
dom number) or TP for transport 
(and a random number) and see 
what happens. It works, and if 
you're tired looking for a certain 
object the “Get Object” function 
works great! 


KRISTAL 

Fights — Proficient swordplay is 
essential if your to get anywhere 
in the game. The neck chop is one 
of the more effective blows, but 
the program blocks repetition of 
single moves. To get around this, 
occasionally switch to a different 
move in order to enable the neck 
chop once again. Give generously 
to the poor and you'll be a step 
closer to obtaining the Sword of 
the Spheres. 

The Palace — To enter the 
palace, you'll need to get the invi- 
tation from the elusive Gloop, 
found in Novala. Once you 
have it, keep out of fights or 
you could lose it for good. 


Ties 


CLASSIC 


When you get into the palace,ask 
Nedrod three questions and he 
will give you the talisman, which 
can help you find another useful 
item. Answer the Princess’ ques- 
tion with “Its a secret”. She will 
give you the Ring of Belz, which 
will only work in conjunction with 
the spell scroll. 

In General — Objects are not 
always found in the same places 
from game to game, so a detailed 
search of both fore and back- 
grounds is often in order. To sur- 
vive the final confrontation, a 
high psychic rating is needed, 
which can be increased by donat- 
ing skringles to the poor. Disor- 
derly conduct can have the oppo- 
site effect. The safest technique in 
the space battles, is to slow right 
down as soon as you see the 
aliens shoot them all, then power 
at full steam until the next lot. 
Follow Readhead's ship if you see 
it. Heatpro tablets are necessary if 
you beam down to one of the 
hotter planets. Makes notes of 
what you're told, and use any 
new names or subjects to whee- 
dle out every last bit of informa- 
tion from the characters. 


LASER SQUAD 

For fun do The Assassins on Level 
1. Buy no armour, give the corpo- 
ral an M4000 with two reloads, 
the next two rocket launchers 
with four rockets each, and the 
last two nothing at all. Deploy in 
the entrance, in the gap in the 
outer wall , and take the house to 
pieces with the rockets, waiting 
for droids or Regix to show up — 
get them with Jonlan’s M4000. 


LAST DUEL 

Start the game, pause with the F9 
key, then hold down HELP, Left 
Shift and 1 keys together. 


KNIGHTMARE 


KLAX 


Begin play then hold down either of the SHIFT keys and SPACE 
together. Now press any key from 1 to 4 for different helpful effects, 
including infinite credits and even a free ticket to level 100. To play 
the last screen hold down CTRL+4 during the game. 


Unpause, and the function keys 
will take you through all levels. F8 
gives you five lives. 


LAST NINJA ll 

To board the helicopter at the 
end of level five you must first 
allow the helicopter to leave the 
screen, then run to the end of the 
building and jump in the direc- 
tion that the helicopter left, mak- 
ing sure that you completely exit 
from the screen.To kill the Dragon 
throw a smoke bomb under him. 


LAST NINJA lll 


1 SUSS 4 BASD 
2 IMED 5 NOUS 
3 URTI 6 RERO 
Level codes: 


Play the game and try to get into 
the high score list. Instead of your 
name, enter ILLBEBACK and start 
a new game. From there on you 
get unlimited lives, and you can 


This cheat involves the woodland section on the first level. Use the 
spade to help you find the five apples. Take these apples and throw 
them at the quest shield that hangs on the wall, and make each char- 
acter consume two rabbit pies from the inventory screen. Continue 
with your quest and you should find that your hit points never 


decrease. 


choose levels with F1-F6! To kill 
the Dragon throw a smoke bomb 
under him. 


LEANDER 
Level codes: 
2: ZXSP 
3: LVFT 

After you have typed in the 
appropriate level code, enter the 
letters LTUS. This will give you infi- 
nite lives, and the ability to select 
any weapon you wish using the 
first five function keys. 


L.E.D. STORM 
When the game has loaded in, 
and the title screens are flipping 
about, type AMIGADAVIDBROAD- 
HURSTWANTSTOCHEAT. As you hit 
the last ‘T’, the message “CHEAT 
MODE ACTIVE — HELLO TO 
CAROL...” should flash onto the 
screen. Now your energy and fuel 
go down slowly, making it much 
easier to complete levels. 

Type in DAVID BROADHURST 
WANTS TO CHEAT and things start 
to happen, like infinite lives, etc. 


LEATHERNECK 

Start the game and type CUTH- 
BERTNECK, then press F3. This will 
give all players protection from 
enemy fire, but not from your 
team-mates’ bullets. To return to 
normal press F3 once again. 


LEGEND OF FAERGHIL 
Load in several of the players that 
come pre-rolled on the disk, and 
load an original of your own. Go 
and sell all their equipment, have 
them withdraw all monies from 
the bank, and transfer to you. Cre- 
ate new characters and do the 
same as often as you need, and 
you'll have plenty of gold to prop- 
erly outfit you stalwart band. 


Here are the answers to some 
of the questions and riddles you'll 
be asked while you're rummaging 
around in the dungeons of 
Faerghil: 


In the ELVEN PALACE 

Q: Who is Findal’s youngest uncle? 
A: SCAGNAR 

Q: Who is Findal’s father? A: FIND- 
AIL 

Q: Who is Findal’s great parent? A: 
ALGANOR 


In the DRAGONSERVANT’S TEMPLE 
Q: What lies between myself and 
my opposite? A: AND 


In the CASTLE 

Q: What tries to go up, but stops 
short, has but one foot, and can 
not walk? A: STAIRS 


In the RUINS OF ANCIENT ORACLE 
Q: The more it gets, the more it 
eats, and has it eaten all, it dies. 
What is it? A: FIRE 

Q: | talk without soul, | hear with- 
out ears, | talk without mouth, 
and I'm born in air. What am I? A: 
ECHO 

Q: Two little windows, they have 
no glass, they stand together like 
flowers in grass. Two little win- 
dows, they show us the world, 
they show us the stars, the forest, 
the field, the fold. What could 
they be? A: EYES 


LEGEND OF THE LOST 
Enter the password screen and 
enter word the following six letter 
passwords: 
2: STONES 
3: LADDER 
4: ESCAPE 
5: LAVA 
6: FINALE 

You can now select which level 
you wish to begin on. On the 
password screen type the word 
EDLER. You should now be able to 
skip levels. 


LEGEND OF THE SWORD 
The worm can only be killed with 
spears, but it then blocks the tun- 
nel. Leave it well alone! To enter 
the cell in the trolls cavern, get 
arrested by leaving the iron gates 
open. Search the troll’s house 
thoroughly for the key to the 
gates. To take the boat, block the 
door of the house by the lake with 
the body of a humanoid. 


LEISURE SUIT LARRY 

You can go to any location in the 
game by by hitting ALT-D and 
entering (TP). It asks for a location 
number, so enter 008-045. Each 
number denotes a separate loca- 
tion in the game. Skip the proof 
of age questions by hitting Alt X. 
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SNIPPING 


SNIP TIPS 


Tip. Tipping. Tipp-ed. Tippeous tipulations. But a few of the many totally made-up 
words that we like to use here, on this, the Snip Tips page. Er... yes. Quite. Certainly 
not the sort of thing you'd expect in a real magazine, but more than welcome here. So 
is that the end of the intro then? Great. 


LORDS OF THE 
REALM 


Impressions 

Thanks to D Austin from Ipswich 
for a rather complicated, yet 
worthwhile cheat. Build the User 
Castle 4 (the triangular one) and 
when it's built, go to Extend Cas- 
tle. Now make the castle SMALL- 
ER; consisting of one small back 
wall with a small round tower at 
both ends, two small walls — one 
from each tower, meeting a small 
gatehouse — with a small build- 
ing within. Now click on End 
Design Work to build this new 
design, but demolish it straight 
away. Your stocks of stone and 
wood should now go up to at 
least 60,000 tons! Supoib! 


TOWER ASSAULT 
Team 17 

Fancy playing level 4 with 234, 
600 credits? Well thanks to D Hig- 
gins, you can. Just use this code: 
HCPJJDDAGDAAAADG 


POPULOUS Il 
Bullfrog 
Ta very much to fellow Essex- 
man, Neil Ross, for this rather 
cunning cheat that gets you out 
of any particularly tricky levels. 
Select the Conquest game you are 
stuck on and locate the site of the 
enemy's first house; remember- 
ing its location on the big 
world map. Now quit and go 
back to the main menu, 


selecting Conquest again. Play 
any old Conquest game, but 
make sure it’s one where you 
have the spell that send down a 
Rain of Fire. Once in this old 
game, go to where the enemy 
house was located in the game 
you were stuck on and cast the 
Fire spell. As soon as the fire 


club fee and then put in a suit- 
able offer for the player fee, 
wage, and contract. If you get 
yes, yes, yes, and (might | ven- 
ture?) yes, Halifax will get their 
first £10 million. Do this with the 
other two crap players and, 
voila, £30 million! Now go to the 
briefcase and resign as manager 


appears, quit back to the menu - of Gateshead. You'll now be the 


and use the password for 1 
level you are stuck on. When y 
go in, the Rain of Fire will b 
this map too! So sit bac 
watch as the fire falls c 
enemy house, and you've w 
Brilliant, eh? 


PREMIER 
Gremlin es 
A couple of tipples for the 
agerial delight that is PM3, th 
first from Peter Cheyne (age 12 


apparently) where typing» = no aS ‘sPattaad 
400040 on the phone gives a: ee nificent 
high fitness, confi 


your’ players 
morale, and both feet (why? 
How many did they have before? 
— Harry.). Anybody you couldn't 
previously sell will now go like 
hot cakes, and it'll also clear the 
director's debit so you can re- 
apply. It clears the number of 
votes of confidence and helps 
with the insurance. And if you 
need any money, enter 343343! 

The second tip is a slightly 
more complicated’ creature, 
delivered fresh from the womb 
of Cheshire’s Jonathan Baker. 
When you start the game, pick 
Halifax Town as player one and 
Gateshead as player two. When 
you come to the main screen, go 
to the ‘Pick Your Squad’ page, 
find your three worst players, 
and put them at the bottom of 
your reserves. Now exit this page 
and press the space bar to 


become player two — the 
Gateshead manager. Use the 
telephone and_e find the 


Conference League, choosing to 
view Halifax Town, and try to 
buy one of the three poor play- 
ers. Enter £9,999,999 for the 


ak ie = sin 
¥ . 
= 3 
¢ 


‘owner of Halifax Town, 
| we at your disposal 
or buy y the best stadium 
t . whole of the 
ad d 1 as you bomb up 


Pet ie cheyne (who, 
r was 12 yrs old) 
nas yet unheard of 
this brilliant strategy 
Ap we ca tly (and the mag- 
teve McKevitt has today 
d this cheat) by loading a 


saved game, but leaving the K240 


Disk 2 in the drive, you can load a 
position titled Babylon 5, with an 
extra-hard opponent! Blinding. 


LEMMINGS 3 
Psygnosis 

Cop a load of these suicidal level 
codes. From somebody. We can't 
remember. Or trace. More next 
month if the owner will please 
come forward. 


FROST LEVEL 
2: URLDNCCCP 

3: NRLDLCCDCM 
4: PLDLCIOECS 

5: LDLCAJVFCM 

6: DLCKJVLGCH 

7: LCCNVLDHCE 

8: CINUNDHICI 

9: CAJSMDLICO 
10: OKROLICKCF 
11: NRMENCCLCI 
12: RMDLCKNMCO 
13: MDLCCJWNCI 
14: DNCUVMOCQ 
15: HCCNTOLPCR 
16: CINVMDLQCE 


=x 
> 
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: CAKPLFLBDG 

: URCFLCCDQ 

: NRLFLCADDN 

: RLFLCINEDG 
LFLCAGVFDP 

: FLCIKTLGDH 

: LCANVLFHDF 

: CINVLGLIDP 

: CAUSMGUDS 
10: URMFLCKDJ 
11: GPMFLCALDF 
12: RMFLCKNMDR 
13: MFLCAJVNDI 
14: FLCIKTMODQ 
15: LCANVMFPDO 
16: COTMFLQDG 


WKONAUDAWN= 


SIM CITY 2000 
Maxis 

Yes, it’s ‘Mr 12 years old’ again, 
Peter, with a more than handy 
hint for this Maxis classic. Start a 
new game — any year on Hard 
level — and type FUND (in capi- 
tals) until your cash is at $60,000 
(replying YES to all queries). Now 
go to the budget menu, into 
bond repayments, and click on 
Repay bond. Say YES to all queries 
to repay the bond at three per- 
cent. You should now get $50,000 
every year. 


FRONTIER 

Gametek 

Well, we gave you the Elite rating 
cheat with the asteroids (which 
seems to have gone down a real 
treat) but Matthew Hall suggests 
there’s yet another = rating 
improvement to be found by 
exploring the Riedquat System 
(-6,-3) where your father, Peter 
Jameson, died. Hmm... 


THEME PARK 
Bullfrog 

Thanks to clever Darren Taylor of 
Dyfed (excellent! — Andy.), who 
reckons (and this is just a reckon, 
mind) that if you take out a loan 
and then sell your park, you don’t 
have to pay the money back. 


Wa-hay! We've received out first ever bit 
of Cyber-Surgery help, and boy is Matt 
The Medic excited. This now gives him a 
legitimate reason to waste hours on end 
wandering aimlessly around the Cyber- 
corridors of the Internet. Hurrah! 


Dear Matt, 
While playing the excellent Sensible 
World Of Soccer the other day, | 
found that | had just one bloke 
standing in the middle of the field. 
he never came under my control, he 
never lit up as a possible player, and 
he just stood there watching as the 
ball moved around him. Where has 
this fella come from, and why can’t | 
do anything with him? Any idea? 
Toby Janger 
Upney. 


atl Aha! This is actually a 
| bug (no, surely not a 

bug in SWOS! — Harry) 
that occurs when you have a man 
sent off, but have called up the 
manager's bench and made a substi- 
tution before that player has left the 
pitch. Though it can be a bit confus- 
ing when this happens, it’s actually 
quite a good thing as it means the 
suspended player will appear as 
available for the next game rather 
than remaining red carded. handy 
huh? 


Dear Matt, 
My Dad bought the game /mpossi- 
ble Mission 2025. We are really stuck 
and can’t get anywhere. Please can 
you send us some codes, cheats or 

anything? 
Keith White 
Plymouth. 


You have my sympathy 
| Keith. You want to get 
yourself a new Dad, 
mate, one who knows which are the 
best games to buy. Here are some 
level codes for you. 
Car Park: ETQFJXXD; EXQEJXDC 
Office Zone: FBQDDXRE; FFQCVXIA 
Industrial: FNQAYXHI; FRQYCXVL 
Computer Centre: FYQOPXEF 
Construction Area: GKQJYXDI; 
GOQJFXBK; GSQFDXZA 


alam 


Dear Matt, 

| would just like a quick hint for 
Monkey Island. When on the ghost 
ship, how do | open the squeaky 


door; and how do | get past Le 
Chuck — he’s really bugging me! 


SHOW-OFF SHELF 


MEDICATION REQUIRED 


* John McLachlan has totally confused me with the following 
request... ‘I'm a bit stuck on /ndiana Jones and the Fate of Atlantis. 
On the team game, | can't pick up the three statue heads needed to 
open the second gate or the gate closes but | can reach the map 
room, but can’t do anything. In the Wit game, | can’t do that or 
open the third gate which Sophia usually does. Can you help me!’ 
Now, if anybody knows just what the hell this bloke’s on about, feel 
free to send in your answers. And some Paracetamol. Ta. 

* P Miller from Tyne & Wear is having trouble finding the fourth 
Darkmoon key in EOTB2. He (or she) is also stuck in the room where 
the writing on the wall says “Leave many things”. Any ideas? 


FREE PRESCRIPTIONS 


_ * Nurse Richard Chapman has written in with a cure for Natalie 

_ Adams’ March query about Dizzy. To get past Denzil you need the 
handle from the castle to get the bucket from the well. Take the 
»” ~~ bucket to the volcano (past the two ghosts and the two bats) and 


etic om fill it up with the hot water. Now take it back and pour it over Den- 
Ss, Wi i » gil. He should then give you his stereo which you should in turn give 
dis. to the bard, who'll give you his flute. Take this down the well and 


stand on the right, at which point the rat will become mesmerised 
and fall down the well, allowing you past. 

* Ladies and gentlemen, I'd like to introduce you to the first Cyber- 
doctor in the surgery. Making use of the Internet, Cyber-doctor Vin- 
cent Tijms from the Netherlands has a reply to Stewart Condle’s 
March query about Space Quest 3... 

When the Terminator has asked you for money, SAVE YOUR GAME. 
Now you have two methods you can use to kill the Terminator and 
get his belt. 1) Head south, east, and south as quickly as possible. 
You'll see some pods hanging in a cave on the right. If the Termina- 
tor is already here, restore the saved game and try getting here 
faster. Once you manage to get here before he does, leave the 
screen to the west, but then immediately return to it. Go east across 
the screen. If footprints show up before you get halfway across the 
screen, continue east; otherwise, head west off the screen, then 
come back east. Once you have the terminator following you, head 


_ southeast between the left cave support and the pods. Go east 


aC ‘— deeper into the cave. If done correctly, the Terminator will unwit- 


and use Stan’s key to. = 7 — : 
in the cemetery. match Rapp Sea 


lion’s quote in the book with one-of. | 


the coffins and open it. take some 
ashes and visit the voodoo lady. try 
to take some ‘Ash-2-Life’ from her 
shelves. When asked, give her the 
ashes and the voodoo recipe book. 
Return to the crypt and put the ‘Ash- 
2-Life’ on Rapp Scallion’s remaining 
ashes. Go to Rapp Scallion’s Weenie 
shack and turn off the gas using the 
key you were just given. return to 
Rapp and resurrect him one more 
time to get the final map piece. Take 
all the pieces to Wally and do the 
errand he asks of you. When you 
return you'll find that he’s been kid- 
napped by Le Chuck. Go to the 
swamp and climb into the crate to 
start the journey to Le Chuck's 
fortress. 


Dear Matt, 

You've been duped! That Alex Simms 
bloke that keeps taking over Snip 
Tips has given you a right old load of 
boots, because the A1200 Jungle 


| ourselves in, but yes, we 
have no bananas. Thanks 


___ tingly pass under the pods, which can sense invisible people. Once 
__ the pods have eaten him, go west or northwest to his remains and 


_ USE STICK to get his energy belt out from under the pods. After you 
have the belt, go east to your ship. 2) Go west from the World O’ 
Wonders, and east into the leg. Step onto the elevator and PUSH 
THE UP BUTTON. You'll ascend into Mog’s stomach. Quickly go east 
and up the stairs — the Terminator will be up shortly. Position your- 
self just north of the foreground pulley. Once the Terminator comes 
up, wait until he is passing just south of the gears. GRAB THE PUL- 
LEY, give it a big tug, and the clumsy Terminator will be ground to 
shreds. Head back down, and GET THE BELT from among his 
remains. Ta (and, might | venture) da! 


THE SURGERY 
iS NOW CLOSED 
That's all folks. I'll be back 
next month, so send all your 
game queries to: Matt The 
Medic, Games Surgery, The 
One, 30-32 Farringdon Lane, 
~ London EC1R 3AU. Or you can 
e-mail us at: 
. But please don’t 


Strike tips he gave you don’t work. 
Do you have any tips that might 

actually work? — 
Mr Brian ‘Sarcastic bugger’ Jones 
Brighton. 


Hmm, not the sort of sit- 
uation we like to find 


to a D Wolfe from Suffolk, here are 


some correct codes... RWHGYK- (@RGRETR WIT Guenes or send 
BX6GG, 9WTLGOKRT49, XNS- (RES eGeuSe tt Getting sick or 
DXN4MZYW, VMYVNZYVNT, (exp to people that 


WSDYBW7LGD9, TN4MFXT7NM4, (SSG Une help tine: 


7LHPKOWT76N, LSPFDOWT767. 


Another month, another desk covered in 
PD disks! As usual, Matt Broughton is the 
man under the pile, just oozing to let you 
know what to buy, what to try, and what 
to... er, cry (over if you waste your money 
on). Damn! That rhyme didn’t quite work, 
did it? 


ap PT, || | Sp 
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POKER MANIA > 

of these is 
excellent, and 


e? Enjoying acomputer the sound 
card game? No, itcan’t effects are very 
be true... but it is! nice (but that’s 


Poker Mania was put in my drive probably because 
purely out of duty, and yet here! they've been 
am, a good hour-and-a-half later, ripped out of 
desperate to break the bank! Pinball Fantasies!) 
The programmer of Poker One of the most commend- 
Mania really does deserve credit. able things about the game is 
It's one thing to make an impres- the speed. Most programmers 
sion in the PD market, but todo it seem to assume you want to 
with a card game is something spend ages watching all of their 
else! Poker Mania is, not surpris- clever flashing lights and mes- 
ingly, based around the game of = sages, but Poker Mania moves at 
Ludo. Just joking, it’s poker, dis- exactly the pace you would want. 
played as a fruit machine, with If you win a bonus, it'll let you 
various sub-games, bonuses, and _ know the score, and then move 
hobnobs. You can stake up to £1. _— back to the game before you lose 
on each hand, and though you're _ interest. | set out to amass over 
not actually competing against £100, and once | had, was told 
any other players, the computer _ that I'd completed half the game 
will pay out depending upon _§and it was time to play Pontoon. 
what it considers the odds against Excellent! Which isn’t Bridge! 
the hand you've presented (i.e. Pontoon uses exactly the same 
the odds against getting three of screen as poker, but with the 
a kind are four to one, so bet £1 buttons now selecting the Buy, 
and you'll get £4, put a quid on Twist, Stick, and Deal options. 
two pairs and you'll get £2.70!) This again is extremely slick and 
The bonus games are very simi- moves at an excellent pace. 
lar to the sort of thing found on So what can | say? I've been 
pub fruit machines, with _ playing this all afternoon and am 
Hi-lo games, ‘chase the about to put it into my ‘Special 
ace’, a jackpot, Box’ with all the other excellent 


and vari- PD tit-bits | occasionally receive 
ey Py ous reac- and play for ever. For 75p you 
trey, tions tests. really can’t ask for much more! 
= The presen- 
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SsCcAVENGE — oOo —__ 


because, though I'm pretty 

sure that this is a decent game, 
it’s a little bit hard to tell because 
at the moment I've only got a 
small demo to go on, and every 
couple of seconds it interrupts 
play to tell you it’s a demo. | 
KNOW IT'S A DEMO! GO AWAY! 
Anyway... 

It's basically a two player head- 
to-head battle game, set in a sim- 
ple maze-type affair — all viewed 
in an Alien Breed-esque styley. You 
both start the game armed only 
with a simple gun and a limited 
amount of ammo, and it’s not 
exactly a_ difficult game _ to 
describe. You, er... have to kill 
each other. 

As you chase each other around 


Z ‘m taking a bit of a risk here 


ello readers, Harry here. 
I'm afraid I've had to step 
in at the last minute and 
write the intro for this particu- 
lar PD release because young 
Matt is having a bit of a ‘nostal- 
gia attack’. Fortunately, these 
don’t occur too often, and the 
symptoms are quite easy to spot. 
The first sign is sudden and 
extreme use of the noise “ah!” 
while pointing at the screen, 
repeating “Oh, mate! | remember 
this!” The next stage is the 
‘crowd effect’ where similarly 
crusty staff from the office all 
gather around Matt’s monitor 
and tell tales of ‘BBC Bs’, ‘Com- 
modore 64s’, and ‘Spectrums’. As 
far as I'm concerned, it just seems 
like a good excuse for some com- 
pany to release lame-looking bits 
of pap, safe in the knowledge 
that sad 24 year old journalists 
will give it a good mark simply 
because it reminds them of when 
they had acne and no friends. Oh, 
hello Matt. | was just talking 
about you. 
Yes, thanks Haz, for your wise 
words — rubbish, of course... 
Ah! Oh mate, | remember this, 
| remember this! (See, told you. 
— Haz.) Yeah, alright smart-arse, 
at least | don't wish it was still 
1908 so that | could walk around 
in enormous trousers with a ludi- 
crous waxed moustache (alright! 
Break it up! — Andy.) Anyway, 
the Spectrum Emulator is why 
we're here, so let us begin... 
Though there are a number of 
youngsters out there who won't 
remember a time before SNES, 


ZXAM SPECTRUM EMULATOR 
OnLine PD, Disk 00100 (AGA only 


the maze, random icons appear 
for a few seconds at a time, 
bestowing such powers upon the 
collecting party as bombs, cloak- 
ing, reversing the opponent's con- 
trols, freezing the opponent, 
shields, and teleports. This is par- 
ticularly good as you can lure 
‘thick Mr Harry’ down a tight cor- 
ridor, drop a bomb, and then tele- 
port out of the way just in time to 
watch his arse fly 16 feet into the 
air! Excellent. 

This demo only contains the 
standard assault rifle and the 
machine gun, but the complete 
game offers cannons, lasers, and 
rocket launchers. There’s also a 
shop in the full game that can be 
used to cash in money icons col- 
lected around the maze. 


SEGA and Amiga, for us old bug- 
gers the Spectrum was a way of 
life. This emulator does its best 
to completely ruin our memories 
of how great games were in ‘the 
good old days’ by showing us 
just how poorly they‘ve aged. 
Well, that’s not entirely true, but 
it is easy to see why someone 
unaffected by nostalgia should 
wonder what all the fuss is 
about. (I thank you. — Haz.) 

For your money, you not only 
get to enjoy the old operating 
system and crazy keyboard com- 
mands, but also get copies of the 
Ultimate: Play The Game classics, 
Jet Pac, Atic Atac, and Knight 
Lore. Jet Set Willy, Manic Miner 
and Spy Hunter complete the set, 
although it wouldn’t surprise me 
to find more will be made avail- 
able as time goes by. 

There are a couple of different 
versions supplied on the disk, but 
if you want to play the fastest 
AGA version you'll need Kickstart 
v39+, 68020+ and (rather obvi- 
ously) AGA! If you’re nostalgic or 
just interested, this is good fun. if 
not, it ain't. Nuff said? 


[ovenaut 


Scavenge: £5 worth 
of super-game, or 
rip-off hybrid of 
Alien Breed and 
Chaos Engine. Either 
way, who cares? 


It's one of those 
incredibly simple, but 
incredibly silly games, 
that has you roaring 
at each other in frus- 
tration, not to men- 
tion dripping with juices as you 
desperately try to get away from 
some mad killer git with a shot- 
gun. There’s not much more to 


tell you about, because it’s just 
one of those games you have to 
play to understand, but there you 
are. Take it or leave it. 

If you think you fancy this 
game and can't be arsed to wait 
until you've seen the PD demo 


before you make your mind up, 
you can purchase the full game 
direct from the author by send- 
ing a cheque for £5 made 
payable to James. A. Wright at: 
21 Hawfield Gardens, Park 
Street, St. Albans, Hertfordshire, 
AL2 2PB. Hurrah! 


OVERALL 


MONEY MONEY MONEY! 
* 17 Bit Software, 1st 
Floor Offices, 2/9 Mar- 
ket Street, Wakefield, 
West Yorkshire WF1 1DH 
Tel: 01924 366982 


* OnLine PD, 1 The 
Cloisters, Halsall Lane, 
Formby, Liverpool L37 
3PX 


Tel: 01704 834335 
BBS: 01704 834583 


CYBER GAMES 


few years ago there was 
a right old load of old 
fuss ‘n’ nonsense when a 


game called Barbarian appeared 
on the Spectrum, accompanied by 
some ‘rather provocative’ packag- 
ing. The packaging in question 
was actually rather amusing, and 
featured page three girl Maria 
Whittaker doing what she did 
best (i.e. standing there looking , 
er... titillating, with very little on) 
along with the bloke who ended 
up as Wolf from The Gladiators 
(who similarly had very little on — 
it’s just that you didn’t care 

because he was such an 

>. ugly bugger). 

So anyway, it 
all got very 
silly, with 
Boots refusing 
to put the 
product out on 
the shelves, 
and lots. of 
teenage boys 
getting ‘feel- 
’ ings’ they didn’t 
really under- 


CHARLIE CHATTER 
17 Bit Software, Disk 3275 


n first sight, Charlie Chat- 
ter looks as though it’s 
potentially another Pac- 


man or Mr Do clone. Fortunately, 
it ain't. Oh no, nothing so pre- 
dictable here thank you, young 
man... it’s actually alright. The 
only thing Charlie does have in 
common with the aforemen- 


tioned Pacster, is that he’s into 
the general ‘wander around with 
no legs eating things’ scene. 

As the game starts, everything 


seems to be in order. You can 
wander around a maze, eating 
apples and generally enjoying 
yourself, but then, all of a sud- 
den, the walls start to move in 
on your position. Oh my god! 
We're all going to die! But no, it's 
all part of the game... phew. 
Your task is basically to keep 
within the boundaries of the 
screen, eating apples and trying 
to guess where the page is going 


o [Sa 


stand. To make matters Ba 
- 


worse, the game fea- & = , 
SSSA S a ee ae 


tured two muscular Bae 
gladiators (oh, a bit of a 
coincidence — _ what 
with Wolf and every- 
thing!) who tried their 
very best to chop each 
other’s heads off with 
sharp pointy’ metal 
sticks. Lots of mothers 
complained, because 
not only did they have , 
to keep sedating their hormone- 
enraged sons every time Maria 
glistened in their direction, but 
they weren't too chuffed with all 
that gore and stuff either (you 
have to remember that this was 
before Mortal Kombat existed). 
And why have | bored you with 
this tale? Well it’s because Cyber 
Games is a complete rip-off of the 
aforementioned Barbarian. You 
are a Cyber-gladiator this time 
round, and have a basic selection 
of moves, the most important of 
which is the head-lopper. Unfortu- 
nately, by just holding down this 
move as soon as each battle starts, 


to scroll next. It’s a bit crafty and 
a bit nasty though, because just 
when you think you know where 
the screen's going, it changes 
direction, forcing you to peg it 
back up a tight corridor before 
the lethal screen edge touches 
you. And it doesn’t end there... 

As well as apples, the screen 
contains a number of keys which, 
when collected, will open up sec- 
tions of wall. Of course, being 
gits, the programmers have 
made it so that the keys can also 
close off sections. Quite early on 
in the game you trundle confi- 
dently into a section of maze and 
eat a key, only to find that it’s 
closed the door behind you, leav- 
ing Charlie helpless as the screen 
plods off in the other direction. 

This all makes for a game of 
memory (as you have to start 
again, remembering where you 
went wrong) and a game of 
nerve (as you hide in a dead-end 
corner, praying!) 

It's all quite slick, but to be 
honest it doesn’t have enough 
going on to give any lasting 
appeal. Not offensive but, simi- 
larly, not exactly addictive. 
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you appear to be able to win 
every time. Hmm clever bit of play 
testing there. 

There’s a cybershop to enter 
and buy silly toys such as spikes 
and throwing stars, while oppo- 
nents come complete with intro 
screens and threatening mes- 
sages. 

It's really all quite poor really, 
and if it wasn’t for the nostalgic 
remembrance, | would even have 
bothered to mention it. Anyway, 
don’t buy this. Bye. 
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MORTAL EMM 
Galactic: The Xmas 

Remix, a complete game from Stavros 
Fasoulas — plus a demo of Zool 2 and 
a complete A1200-only PD game! 
Universe, Cool Spot, Dennis & 
and Heimdall 2 Part 2! 

Mortal Kombat, Zool 2, T2, 
Microcosm, Bubba ‘n’ Stix and loads 
more. Players’ guides to Body 
Blows Galactic, Combat Air Patrol, 
Jurassic Park and bundles more! 
Programmers of Liberation speak! Mas- 
sive preview of the games scheduled 
for release in ‘94. 


Gnasher 


Armour-Geddon Il, 
Gulp! Kung Fu Charlies! Super 
Stardust, Dragonstone, Embryo, Ruff 
‘n’ Tumble, Kick Off 3! Elf- 
mania, James Pond 3, Traps ‘n’ Trea- 
sures, Last Action Hero, Bump ‘n’ Burn 
and a cast of thousands. Well, three 
actually. Complete solutions to 
Darkmere and Beneath a Steel Sky and 
a few other unimportant stragglers. 
Some other interesting feature 
sensations, which weren't exactly 
about games. 


Sensible Soccer Inter- 
national, Out to Lunch! Empire Soccer, 
Quik! Kid Chaos, Top Gear 2, 
Wild Cup, Psycho Pinball and several 
more! Out to Lunch, Ban- 
shee, Crash Dummies, Impossible Mis- 
sion 2025 is all | can remember! 


THE ONE BACK ISSUES OFFER! 
Please send me the following back issue(s) of The One: 
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K240, Perihelion, MUPLC, 
Armour-Geddon II and ensemble. 
The History of the Amiga before it all 
went went horribly wrong. With some 
pictures. Of us. Again. 


Ruff ‘n’ Tumble, Putty 
Squad, Dragonstone! Cyber- 
war (doh!) King of Thieves (doh!) ATR, 
Football Glory, Litil Divil and a hatful of 
songs! Universe, Pinkie, 
Ishar 3, The Clue, On The Ball and sack- 
ful of dreams! Benefactor, Val- 
halla, Kings Quest 3, Out to Lunch, 
James Pond 3! Brains! Who is the 
Amiga’s cleverest programmer? And 
more than one other thing too, | 
shouldn't wonder. 


| enclose a cheque/postal order made payable to Emap Images Ltd for f.... 


(Rates per magazine: UK — 


£4.95; Europe — £5.95; Overseas — £7.95). 
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Please allow 28 days for orders to be fulfilled upon receipt of request. All orders are 
subject to availability — all titles shown are available at the time of the issue going to 
press, (except any marked as sold out — obviously!) 


Alien Breed 2: Tower 
Assault, Zonked! (or X-IT as it is now 
very cleverly called) Sensible World of 
Soccer! Jungle Strike, Mega 
Race, PGA European Tour, and doubt- 
less some further games in the making! 
Theme Park, Litil Divil, 

Gulp!, Starlord, Reunion etc. 
Kid Chaos, Heimdall 2, Ishar 3 etc. etc.! 
Peter Molyneux coughs up! And 
‘Everything you ever wanted to know 
about the Amiga, but probably already 

knew anyway’. 


Aladdin! Embryo, and, 
er that’s more than enough for you 
buggers! Cannon Fodder 2, 
Powerdrive, Premier Manager 3 and a 
whole lot more! Aladdin, 
FIFA Soccer, Football Glory, Guardian, 
Zonked! Which never came out, until 
now. Under a different name. 
Universe, Benefactor, Litil Divil and the 
rest of the games! Dominic Dia- 
mond. Is Simon Byron’s best mate. 
Because he’s on telly. 


Rise of The Robots! And 
Mortal Kombat Il. And really, we do 
rather spoil you! The Lion 
King! Mortal Kombat Il, Sensible Golf et 
tout les autres. Cannon Fod- 
der 2, Premier Manager 3, Zeewolf, Jun- 
gle Strike, PGA European Tour! And so 


many more that my head's fallen off. 
Reunion, Robinson's Requiem 

and ladies accessories. A fand- 

abidozi MKIi Poster! And that’s it! 


Jungle Strike! Battle 
Tanks! Holiday Lemmings! Skidmarks 
2! Base Jumpers! Yes that’s right the 
five of them. At the same time! 
The Chaos Engine 2! Pizza 
Tycoon! Shadow Fighter (special bluey 
edition)! Mortal Kombat Il, 
Dreamweb, Pinball Illusions, ROTR, 
Overlord, and far too many golden 
moments to mention here. 
Zeewolf, Crystal Dragon, UFO ohh and 
| don’t know, more games than you 
can shake a stick at! Behind You! 
The best games of 1994 (allegedly)! 
And tons and tons of insincere Xmas 
cheer! 


Marvin’s Marvellous 
Adventure! Shadow Fighter! and, 
rather predictably, that’s your lot! 
Chaos Engine 2 (again), Boo!, 
Master Axe and a complete hatful of 
songs! The Lion King, 
Bloodnet, Flink, Dragonstone, Shadow 
Fighter and more! Games. 
Mortal Kombat Il, Lemmings 3, Sim 
City 2000, Tower Assault and other 
sundry old lags! The Eliza Files: 
The Fluff with the Guff corners some 
poor unsuspecting swine from the soft- 
ware industry and asks him about his 
mum. 


Valhalla: Before the 

War! FIFA International Soccer! and, 

rather lamely, that’s it for March! 

Worms! Chaos Engine 2 (is 

there no end to it?), Pussies Galore!, 

Elite Ill (Frontier 2)! Alien Breed 3D! 

ATR, Speedball CD32, King 

Pin, Skeleton Krew, Valhalla: Before the 

War and a tin of pineapple chunks! 

Lemmings 3! Cannon Fodder 

2! Shadow Fighter and Teacake for the 

Derby! The Eliza Files: More blag- 

gery from the slaggery Censor- 

ship. We fail to adopt a coherent posi- 
tion on this crucial subject! 
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ho knows the secret of 

the Black Magic box? 

Er — | do, actually, and 
here it is. The next time some 
coal-sucking Welshman sidles up 
to you and calls you ‘a gloomy 
bugger’, | suggest the following 
disembowelling retort: ‘You know 
what Andy, you're right!’ 

If you’re an impatient little lan, 
and you've already played the 
oddly-configured alien pants off 
our gutsy Gloom cover demo, 
then you probably already know 
what I’m on about. But, if due to 
some freak conjunction of cir- 
cumstances, perhaps involving a 
cat, a banana and a soda-syphon, 
you have yet to sample its viscer- 
al delights, then I'd _ better 
explain. You see, our eyecatching 
The One logo is plastered all over 
two of the corridor walls in 
Gloom, so everyone at The One 
can quite literally, nay graphically, 
claim to have been ‘in’ Gloom. 

And what's more, this spicy 
. jumbolya of happenstance and 
no-nonsense programming 
gumption has given us an idea 
for a brilliant competition. No, 
but it has, though. Would you like 
to be ‘in’ Gloom? Would you like 


NAME: 
ADDRESS: 


POSTCODE: 


COMPETITION. 


to see your very own sweet face 
staring at you from the innermost 
cyber-walls of the murkiest, most 
murderous Doom-clone to barge 
its way rudely on to the Amiga? 
No? Well, you can sod off then. 
This competition is for those of 
you who do. 


This, in the best possible taste, is 
all you have to do. Simply match 
the correct anatomical term from 
the list, to the freshly butchered 
body part or organ we've taken 
from Gloom. Send your answers in 
to us, together with a decent 
passport-quality photo of your 
good self, together with the com- 
pleted tie-break phrase. And the 
winner will get their lovely face 
plastered all over Gloom! Send 
your completed entries using the 
ever-so-friendly entry form provided, 
or clearly marked on a postcard or 
back of a stuck-down envelope, to: 
What A Gutsy Performance, The} ~ 
One, Priory Court, 30-32 Farring- 
don Lane, London EC1R 3AU. All 
the usual competition rules apply, 
and the Editor's decision is 
absolutely final. And that’s for 
damn sure as mustard. 


TOWN: 


TIE BREAKER: | THINK MY FACE SHOULD BE IN GLOOM BECAUSE: 


THE NAMING OF 


THE PARTS 


THE SPLEEN 
THE HAND 


THE TORSO 

THE HEAD 

THE LUNGS 

THE SMALL BOWEL 
THE APPENDIX 

THE UPPER ARM 
THE PANCREAS 


THE SMALL INTESTINE _— 


OVER 
2su0000U00 


SINGE i982 
AND IT'S STILL 


COMPETITION 


n the glorious tradition of Grandstand and Match of the Day | shall 
be leading you, tummies all a-tingle, to the various grounds 
around the Fancy League for our exciting post-match reports. Pre- 
dictably, though, they may never include news of your favourite team, 
and only Liverpool will ever get extended highlight coverage, even if 
another, less fashionable team is setting the pace at the top of the 


1 ? INCORPORATED IAN SHAW 144 
table. At least that’s what Andy Nuttall thinks. 
2 GAETAN JAMES DROLET 110 
2 THE DEATH ROW POSSE JOHN PORTER 110 
4 GLAM PLASTIC FOOTBALLERS PAUL WILCOX 107 
5 THE PENNY DROPS MARK PULLEN 106 
6 MARTIN COOK MARTIN COOK 105 
7 SAD OLD GITS STUART WELLARD 103 
7 CROSSLEY MICHAEL CROSSLEY 103 
. = 9 NIRVANA FC THOMAS BILLINGHAM 102 
Tee hee. The Scouse defence is Only a yellow for Barnes after giv- 
ripped apart for the fourth time ing away this important spot- 10 KIRKWOOD ROVERS GARY McINTOSH 99 
by the Beasts from Bayern. Ha! kick? Incredibly, yes! 
11 ANDY’S A TEAM ANDREW CLARKE 98 
12 THE STUDDIN LOBBINDIKES MARTIN COOHILL 97 
12 NBA HANGOVER KARL JENNINGS 97 
14 THE £17 MILLION TEAM CHRISTOPHER JONES 93 
15 THE MAGNIFICENT XI CHRIS CAGE 92 
oy ; Cp 15 MONITOR MEN ANDREW THOMSON 92 
SSE Gam ice 4 
ates e ee * a nah, eS - 17 U BETTER DU GOOD DAVID TIEMROTH 91 
ees meets eas or oe SANS S 
. my ; aS SopoR ‘x 17 SHAGGY UNITED JOE DOODLEY 91 
Calmly, Alan theater i nets his sec- ice again, James is powerless to 
ond of the game as Porto’s stop Drulovic from netting his = es SS wee = 
defenders remain static. spectacular second goal. 17 MEZA’S MAIN MEN MR. J. MERRIT 91 


Mark Hateley collects the season's This penalty gave the South Even this corker from Hristo Quite simply the best own goal 


first booking as Rangers get a Africans a well-deserved point Stoichkov couldn't prevent ever. John Scales beats David 
scouring from the Dutchmen. against the boring Londoners. Juventus’s Baggio scoring twice. James as The Reds tumble again. 
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Shearer stthes te in agony as This predictable Fowler header precio —— collects the League’s Could this eee save he 
Donkey Scales gets a let-off. from the corner wasn't enough to first red card as Juventus succumb kept the Parisians in the 
Shearer missed three games. clinch victory. Ha, Ha. to the goal-shy Gunners. game? | can’t remember. 


8SCOMPETITION 


/ 


Mamelodi Sun. (S. Africa) 


Craig le Grange G 1301 0 -16 


Barcelona (Spain) 


Carlos Busquets —«G_—0501_:0 12, 
Albert Ferrer D 0512 oO 6 


AC Milan (Italy) GLs_PTs 
Sebastiano Rossi G 0101 0 -7 


Christian Fanucci D 0112 O -11 


Franco Baresi D 0113 1 -7 


tae ad es “3 


* 


Norman Mapeza D 0912 0 -32 


Mert Korkmaz D 0913 0 -32. 


Yusuf Altintas D 0914 0 -32 


Samuel Kambule D 1312 0 -18 


Johannes Modau D 1313 0 -18 
Lucky Molefe D 1314 O -18 


Joas Magolego D 7395. 0420 
Ernest Chirwali M 1326 1 4 


Ronald Koeman D 0513 0 6 


D 0514 1 10 


Alessandro CostacurtaD 0114 0 -11 Abelardo Fernandez 


Paulo Maldini D 0115 1 -7 


M 0126 1 4 


uillermo Amor M 0525 4 16 Bulent Korkmaz D 0915 2 24 


Miguel Angel Nadal M 0526 1 4 


osep Guardiola M 0527 2 8 
M 0528 3 12. 


M 0926 0 0 


Roberto Donadoni 


M 0927 1 4 R 


abbie Moripe M 1327 1 4 


a 


Demetrio Albertini M 0127 14 
M 


Gianluigi Lentini M 0129 4 16 


Moses Morodi M 1328 0 0 


Jose Maria Bakero 


arcel Desaill M 0128 3 12 


M 0928 0 0 


Zane Mosa M 1329 2 8 


‘Lovemore Chafunya A 1330 5 15 


+ < 


Kubila Turkyilmaz A _ 0930 412 
Saffet Sancakli A_0931 8 24 


A 0530 7 21° 


an Savicevic A 0130 5 15 
Alessandro Mel A 0131 9 27 


’ 


Romario A 0531 5 15 


Edwin Van Der Sar 


G 0201 0 2 
Michael Reiziger D 0212 0 -3 
-3 


Oliver Kreuzer D 0612 0 -4 D 1012 0 -10 D 1412 0 13 


Lothar Matthaus D 0612 0 -4 D 1013 0 -10 


Danny Blind D 0213 0 


Steve Bruce D 1413-4 0 


urgen Kohler D 1014 0 -10 


Thomas Helmer D 061410 D 1414 0 13 


Jorginho M 0625 2 8 
Christian Nerlinger M 0626 1 4 


Markus Schupp M 0627 1 4 
Mehmet Scholl M 0628 0 O.| 


Frank De Boer D 0214 0 -3 


D 1415 1 17 


M 0225 1 4 Moreno Torricelli D 1015 0 -10 


Angelo Di Livio M 1026 0 0° 
Antonio Conte M 1027 0 0° 


M 1426 1 4 


M 0226 2 8 Andrei Kanchelskis 


M 0227 0 O Paul Ince M 1427 0 0 


Edgar Davids 


Jari Litmanen M 0228 2 8 


oy Keane M 1428 1 4 


ee 


Paulo Sousa M 1028 1 4 


rDeschamps M 1029 0 0 | |Ryan Giggs M 1429 4 


515 


Marc Overmars M 0229 4 16 Christian Ziege M 0629 2 8 16 


Roberto Baggio A 1030 


Patrick Kluivert A 0230 8 24 


Jean-Pierre Papin A 0630 3 9 
Ronald De Boer A 0231 1133 ) 


Eric Cantona A 1430 8 24 
7 21 Mar 


A 1431 5 15 


Neguya Grempas (Japan) _ 


Dick Havenaar G 1501 0 -45 
>shi uki Kosu 


0301 0 -4 Tim Flowers 


D 0312 1 -3_ Henning Berc i D 1512 1 


Roberto Cravero 


D 0313 0 -7 Tony Gale Garca D 1513 0 -45 


D 0314 1 -3 Colin Hend Jose Chamot Toshihisa Iljoma D 1514 0 -45 


Nigel Winterburn D 0315 O -7 
David Hillier M 0326 1 4 


Hisataka Fujikawa _D 1515 1 -41 


Jorginha M 1526 1 4 
Makoto Yonekura M 1527 0 0O 


Graeme Le Saux 


Giuseppe Favalli 


Stuart Riple oberto Rambaudi 


John Jensen M 0327 0 O Aron Winter 


David Batt 


Stephen Schwarz M 0328 6 24 Tim Sherwood aul Gascoigne 


Elivelton M1528 3 12 
eel 
Paul Merson M0329 3 12 


Jason Wilcox 
Chris Sutton 0730 00 
lan Shearer 0731 5 415. 


Roberto Di Matteo 


Tetsuya Nakanishi M 1529 0 0. 
Giuseppe Signori as 


| Campbell A__0330 8 24 Gary Lineker A__1530 0 0 


ight. A__0331_7_ 21 A 1531 6 18 


vel Srnicek G 1601 0 -4 


Atletico Mineiro (Brazil) 


Luis Henrikue G 0401 0 1 


Andre D 0412 0 -3 
‘Neto D 0413 0 -3_ 


D 0812 1 -2 re Hottiger D 1612 0 8 


Neil Ruddock D 1213 0 -16 


‘Darren Peacock D 1613 0 -8 


D 0813 0 6 


D 08140 6 Phil Babb D 1214 0-16] |Philippe Albert D 1614 0 -8 


Rui Jorge D 0815 1 -2 
Secretario M 0826 2 8 


Paulo Roberto D 0414 1 1 


John Scales D 1215 0 -16 


Stig Inge Bjornbye D 1216 O -16. 


Steve McManaman M 1227 00 


Jan Molby M 1228 00 | 
Joh n Barnes M 1229 00 


Allesandro D 0415 1 1 John Beresford D 1615 0 -8 


Valdir M 0426 2 8 Ruel Fox M 1626 2 8 


Barry Venison M 1627 2 8 


Robert Lee M 1628 1 4 


Scott Sellars M 1629 1 4. 


Vasili Kulkov M 0827 1 4 


Cristavo M 0427 1 4 


Rui Barros M 0828 2 8 | 


Carlos M 0428 3 12 


Emerson M 0829 2 


— =7, 
a. 


Tononho Perreira M 0429 2 8 


. Renaldo A 0430 3 9 
‘Sergi 10 30 


Peter Beardsle A 1630 6 18 


Bernard Lama 


7) 


Walter Zenga G 0 6 
D 


COMPETITION 


THE RESULTS SO FAR... 


5 GALATASARAY 23 2 MAMELODI SUN. 2 

zose Cobos 2 Moreno Mannin! RANGERS 1 RIVER PLATE 0: GALATASARAY 1 TOTTENHAM 3 
an ie D ee as p BAYERN MUNICH 4 LIVERPOOL 3 ; RANGERS 0 ATLETICO MINEIRO 0 
BLACKBURN 2 FC PORTO 1; RIVER PLATE 1 SAMPDORIA 3 

Ricesda Gomes D iaiechewsd MAMELOD! SUN. 1 TOTTENHAM 3; BAYERN MUNICH 0 MANCHESTER 1 
i  §6—ATLETICONMIN 0 SAMPOORA 1} LIVERPOOL 0 AC MILAN 7 

Patrick Colleter D Sinisa Mihajlovic D 3 13} MANUTD 2 ARSENAL 2} BLACKBURN 2 PARIS ST.GERMAIN 2 
NEWCASTLE 1 REAL MADRID 1; FC PORTO 1 NEGUYA GREMPAS 0 

Daniel Bravo M Attilio Lombardo M AC MILAN 0 PARIS ST GERMAIN 0 : ARSENAL 2 JUVENTUS 1 
NEGUYAGREM 1 JUVENTUS 2: BARCELONA 3 NEWCASTLE 0 

Paul le Guen M Viadimir Jugovic M LAZIO 1 BARCELONA 1; REAL MADRID 2 LAZIO 4 
AJAX 3 RANGERS 1; TOTTENHAM 2 AJAX 1 

Vincent Guerin M David Platt M GALATASARAY 0 RIVER PLATE 0 } MAMELODI SUN. 2 GALATASARAY 2 
BAYERN MUNICH 0 BLACKBURN 0: SAMPDORIAO RANGERS 0 

David Ginole ¥ Alberigo Evan! a FC PORTO 2 LIVERPOOL 0: ATLETICOMIN 4 RIVER PLATE 2 
Vaido - Ruud Guillt a MAMELOD! SUN. 1 ATLETICO MINEIRO 2; BAYERN MUNICH 1 ARSENAL 2 
TOTTENHAM 1 SAMPDORIA 3; LIVERPOOL 2 PARIS ST.GERMAIN 0 

onsen Vonks A AS A MAN UNITED 1 NEWCASTLE 0} AC MILAN 2 BLACKBURN 0 
ARSENAL 0 REAL MADRID 0: LAZIO 2 FC PORTO 1 

MILAN 5 NEGUYA GREMPAS 1 : MAN UTD 0 BARCELONA 0 

PARIS ST.GERM 1 LAZIO 1} NEGUYAGREM 1 NEWCASTLE 3 

JUVENTUS 2 BARCELONA 1; JUVENTUS 0 REAL MADRID 1 

RIVER PLATE 0 AJAX 4: AJAX 3 ATLETICO MINEIRO 3 

GALATASARAY 2 RANGERS 4: GALATASARAY 0 SAMPDORIA 2 

FC PORTO 1 BAYERN MUNICH 2: RANGERS 2 MAMELODI SUND. 0 

LIVERPOOL 1 BLACKBURN 1: RIVER PLATE 2 TOTTENHAM 1 

Andy Goram G lan Walker SAMPDORIA 2 MAMELODI SUN. 0 : NEWCASTLE 0 BAYERN MUNICH 0 
TOTTENHAM 0 ATLETICO MINEIRO 0 : NEG GREM. 4 LIVERPOOL 2 

Dave McPherson D David Kerslake REAL MADRID 1 MAN UNITED 3: BLACKBURN 0 JUVENTUS 2 
ARSENAL 2 NEWCASTLE 1: FC PORTO 1 BARCELONA 2 

Alan McLaren D Kevin Scott JUVENTUS 1 AC MILAN 0: LAZIO 1 MAN. UNITED 0 
BARCELONA 3 PARIS ST.GERMAIN 1; ARSENAL 1 AC MILAN 0 

Basile Boll Dp Sol Campbell NEGUYA GREMS 1 LAZIO 4: REALMADRID 1 PARIS ST.GERMAIN 1 
AJAX 1 BAYERN 0 1: SAMPDORIA 4 AJAX 3 

David Robertson 2 GALATASERAY 1 LIVERPOOL 1; ATLETICOMIN 3 GALATASARAY 1 
Se M BLACKBURN 0 RANGERS 2: TOTTENHAM 2 RANGERS 0 
RIVER PLATE 1 FC PORTO 1 | MAMELODI SUN. 0 RIVER PLATE 1 

Stuart McCall M MAMELODI 0 MAN UTD 1} BAYERN MUNICH 2 REAL MADRID 1 
TOTTENHAM 1 ARSENAL 1} LIVERPOOL 0 LAZIO 3 

Pieter Huistra M Jason Dozzell ATLETICO MIN 1 NEWCASTLE 1; BARCELONA 1 BLACKBURN 0 
SAMPDORIA 1 REAL MADRID 0; AC MILAN 6 FC PORTO 2 

Brian Laudru M lie Dumitrescu LAZIO 1 AC MILAN 0 : PARIS ST.GERM 1 MANCHESTER UTD 1 
PARIS ST.GERM 3 JUVENTUS 2; ARSENAL 7 NEGUYA GREMPAS 3 

lly McCoist A Jurgen Klinsmann BARCELONA 3 NEGUYA GREMPAS 0 } JUVENTUS 0 NEWCASTLE 6 
LIVERPOOL 1 AJAX 0 ; MANC UTD 0 AJAX 1 

Mark Hatele A Teddy Sheringham BAYERN MUNICH 3 GALATASARAY 2: GALATASARAY 0 ARSENAL 2 
FC PORTO 0 RANGERS 0 ; NEWCASTLE 2 RANGERS 3 

BLACKBURN 0 RIVER PLATE 1: REAL MADRID 3 RIVER PLATE 0 

ARSENAL 2 MAMELODI SUN. 2: BAYERN MUNICH 3 MAMELODISUN 1 

MAN UNITED 3 TOTTENHAM 1; JUVENTUS 0 LIVERPOOL 0 

REAL MADRID _0 ATLETICO MINEIRO 1; BLACKBURN 1 NEGUYA GREMPAS 0 

NEWCASTLE 1 SAMPDORIA 1: FC PORTO 1 PARIS ST.GERMAIN 0 

AC MILAN 0 BARCELONA 1: LAZIO 1 TOTTENHAM 1 

PARIS ST.GERM 4 NEGUYAGREMPAS 1: BARCELONA 1 ATLETICO MINEIRO 1 

Francisco Buyo G Leonardo Aguirre  G JUVENTUS 1 LAZIO 1} AC MILAN 1 SAMPDORIA 0 
BLACKBURN 0 AJAX 1: AJAX 1 ARSENAL 1 

uique D Ricardo Altamirano _D FC PORTO 2 GALATASARAY 1: MACHESTER UTD 6 GALATASARAY 1 
RANGERS 3 BAYERN 1: RANGERS 3 REAL MADRID 1 

Rafael Alcorta D Guillermo Rivarola__D RIVER PLATE 4 LIVERPOOL 3} RIVER PLATE 0 NEWCASTLE 1 
NEWCASTLE 0 MAMELODI SUN. 0: TOTTENHAM 0 BAYERN MUNICH 0 

Miguel Lasa “4 Roberto Clerico 4 TOTTENHAM 5 AC MILAN 4: LIVERPOOL 0 BARCELONA 4 
aichet - ATLETICO MIN _ 1 PARIS ST.GERMAIN 1: BLACKBURN 0 LAZIO 2 
SAMPDORIA 5 NEGUYA GREMPAS 2 : FC PORTO 2 JUVENTUS 2 

ie ahaa de Ol MAN UTD 2 JUVENTUS 0 | MAMELODI SUN 0 AC MILAN 0 
LAZIO 1 ARSENAL 1; NEGUYAGREM 1 ATLETICO MINEIRO 4 

Fernando Hierro M julio Toresani REAL MADRID 2 BARCELONA 3; PARIS ST.GERM 2 SAMPDORIA 5 
AJAX 0 FC PORTO 0 : NEWCASTLE 2 AJAX 4 

Michael Laudru M Berti GALATASARAY 2 BLACKBURN 0: REALMADRID 5 GALATASARAY 3 
RANGERS 2 LIVERPOOL 1; AC MILAN 0 RANGERS 2 

Rafael M Vazquez = M Ramon Medina Bello RIVER PLATE 0 BAYERN MUNICH 1: PARISST.GERM 4 RIVER PLATE 3 
MAMELODI SUN. 1 REAL MADRID 2} NEGUYAGREM 1 BAYERN MUNICH 3 

Jose Emilio Amavisca A Alejandro Aranda PARIS ST.GERM 2 TOTTENHAM 2: LIVERPOOL 2 MAMELODI SUN 3 
i ae 6 a ATLETICO MIN 2 AC MILAN 0} BLACKBURN 0 MANCHESTER UTD 2 
SAMPDORIA 3 JUVENTUS 2: ARSENAL 3 FC PORTO 2 

NEGUYAGREM 0 MAN UNITED 1; JUVENTUS 2 TOTTENHAM 0 

BARCELONA 1 ARSENAL 3: ATLETICOMIN 3 LAZIO 3 

NEWCASTLE 1 LAZIO 3} SAMPDORIA 1 BARCELONA 1 
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GRASP MY WEA Pa 


Poe AS E 


COMPETITION WINNERS 


_ were thinking of for this compe- 


| tition. 2 3 


Nee 


to drop something which. 5 @ne @> 4 © looked like you. 
looks nice, but is in fact , mM | WW _. Steve: This fella has 
deadly. 7 really thought 
_ Steve: Mmm, I'm having some oe * through some good 
_ of that. That’s a good idea. Ae i fh ideas, hasn’t he? 
Simon: Yeah, and we hadn't 4. 7 Simon: The MediKit's 


_ thought of that one! 

Andy: And of course, 
_ wouldn't need any more graph- 
ics, | 


PSI BLASTER 

_ Matt: This is like Gauntlet, where 
you could pick up a potion 
_ which made the monsters go for 
| somebody else. 

Simon: He's certainly thinking 
_about the right ideas. The Psi 
_Blaster’s very good. In the origi- 


PLEASE GRASP MY 


| J, PS! BLASTER 


ral & TRAPPED. me] HMIT/VScCoOyY 


by Ben Talbot of Cardiff 
C ( When you shoot this at your opponent, for a while 
he will seem very appetising to the level's monsters. 
: > \ They will ignore you, and will pursue him with extra 
>) ferocity. The MediKit comes in two types: explosive, 
and teleport. Explosive nukes your opponent, tele- 
port, er, teleports him. The Decoy looks identical to 
your character, but if it’s shot it explodes, releasing 
streams of bullets, shrapnel and missiles. 5 5 
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anyway, but the con- 
sequences of picking it 
up would be different. 

Simon: That's better than the 


other one, even. 9 


DECOY 
Matt: | thought that a mixture 
between this and the screen 
blanker, the God Has a Hangover 
thing, would be good. 
Simon: Yeah, but we've already 
got a decoy-thing going. What 
happens is you cast a Duplicate 
Lm Self thingy, and the decoy 
then moves around just 
4 ‘like you. This way, it not 
| only confuses your oppo- 
HOB. nent, but it can confuse 
“TY you too. Also, it was 
Ye f a in Chaos 1; some of 
Qe] the later monsters 


nal Chaos there was a Attract 
Monsters thing which you could 
drop, and there was also the 
opposite which made them run 
away from you. But yes, that’s 
certainly the type of thing we 


™. MEDI KIT 

Simon: That's a 
....< good one. | 
like the idea of being able. 


: Ah ce best one, but the 


you other two are quite 


= 


nS | strong. A very good 
because the MediKit or. © . ‘entry. 
whatever would be some-  /™ rN 


thing that’s in there 


BoOPPer 


oe Tom Hughes of Wallingford 
4 A curious hybrid weapon, consisting of a Particle 
Expander “your veins swell and you explode,” a 
Torso Ripper “fired from a specially rifled barrel to 
make them spin destructively on impact,” and an 
interesting little curio simply entitled ‘Nutter’, where 
the goo inside a grenade turns your enemy “into a 
complete insane nutter.” 55 

Andy: Nice picture. five minutes. 

Matt: | thought that was one of Steve: That was talked about for 
the better suggestions. a game a long time ago, 
Steve: The difficulty with and it was thought to be 
something like this, though, a good idea. 


is in programming it. You Simon: It happened in 
need to allow the player Cadaver, didn't _ it? 
to select between the @) Where the controls 
weapons, which is a “ye went a_ bit 
_ major problem. And the Ke @ funny? 

comedy angle, / Steve: Yeah, 


of making the 
bullets swerve about 
inside the opponent is 


they were reversed. 
Simon: Anyway, it’s 
certainly a possibility. 


quite nice, but you And the drawings are very 
wouldn't see it in the 

game. 

Simon: | think the Nutter 

idea’s quite pt | like 

the idea 


shooting some- 
one and maki 
them go nuts for * 


ee 


COMPETITION WINNERS 


“God, your readers really are sick, sick people.” That's the message from les 
Bitmaps, as Judgement Day for the Chaos Engine 2 design-a-weapon competition 
finally rears its beautiful pate. 


© games are turning kids 
into mindless psychotics, 


are they? Mortal Kombat 
makes little Little Lord Fauntleroy 
kick his frail old grandad in, does 
it? Right, Mrs Whitehouse, get a 
gobful of this lot — because we 
reckon it’s the other way round. 


flamethrower. 


Thought of it! 

Yeah, we had this 
thing called ‘Wall of fire’, 
which did exactly that. 

We'll probably scrap it, 
though, because there’s not 
much difference between that 
and a mine — they both block 
areas off. The only advantage is 
that you could make the area 
impenetrable, whereas a mine 

would just damage you. 
| So a good idea, but 


Ww ~ 
‘ LJ ag MAS Pan 
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This is a good idea, 
because it means a player can 
actually hide in ambush from his 

opponent. If you 
pphhda, | hide behind a 
@. building, and 
a then hit 
> Space, your 
> opponent 
sitting next 
m to you 
Ye = won't know 
Pee §=where you are 
a St) , unless he’s 
s been con- 
centrating 
on your 
screen. 


WB h/2\; 


| The Warpath 
attack weapon (see 

right) leaves a trail 
of oil which is ignited 
and changes into a 
path of fiery plasma. The 
trail of flames can’t be 
penetrated, and with a bit 
of thought a player can block off a 
vital passageway. When powered up, 
the gun can also be used as a standard 


MANGOVER 


Here’s an idea for two-player mode. When a player wants to 
hide from his opponent, i.e. behind a wall or under a bridge, all 
they do is hit Space (or the second fire button), and their half of the 
screen will go black. The screen comes back if the player moves the 
joystick, opens fire, or if the other player has a direct line of Gight. 
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From the look of the wide range 
of entries in the Chaos 2 design- 
a-weapon compo, you're all sick 
and twisted already! 

Codling grinders, bombs, glue 
guns, mysterious holes in the 
ground, booby-traps, bombs, 
boomerangs; even the good old 


PPP PPP PPE EE CSE SEES EEE EEE ET) 


already 
thought 
of, then. 

Yes. It 
would be good to 
have a weapon which 
can either be used directly, or 
you could just sort of spray the 
floor with it. 

So what's the score? 

Well, if you take it as an 
idea, it’s 10, because we 
thought of it! 


We haven't thought of 
anything like that, actually. It 
sounds good, but... | have to say 
that it’s not quite what we were 
looking for for this competition. 
Maybe we could have a special 
which turns the other player’s 
screen black, so he can’t see 
what he’s doing! 

What about technically? Is 
that easy to do? 

Yeah. It’s kind of in there 
anyway, because when one 
player goes out of the exit, his 
half of the screen goes blank. 

So might it find its way 
into the game? 

Er, maybe... 


chainsaw made a couple of nos- 
talgic little rips into the living 
bark of the game design tree. 
And not only the excellent level of 
entry, but also the huge quantity 
of good ideas we received from 
all you would-be game designers 
meant that a trip to Renegade’s 
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Er, yes. 


[points] 
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NEXT MONTH 


The dart’s good. 

The ammo clip, actually, is a masterpiece. Er... 
It’s nice idea, but... 

. it’s badly designed. 


HQ was necessary, towing the 
large black plastic bin-bag full of 
entries behind us. 

Matt and Andy are your 
hosts, while Steve Kelly and 
Simon Knight of the Bitmaps 
are the judges. May the best 
man win... 


PATH) POO CORNER 
THE STUN GUN 


| The stun gun slows down its victims and works 
differently, depending on the size of the creature. 


SERRE REE EERE EEE EEE EEE HERE RHEE RRR E ERR ee 


Let’s all point our fingers at Eddy. 


EERE EEE EEE EEE EEE HEHEHE HHH RHEE 


Comedy! Yes, while you might have thought some of these ideas 
were pretty laughable, you wait till the next issue. We've collected 
together all of the entries which, while they weren't practical or, 
obviously, good enough to win, they were considered very amusing 


by the panel of critics. We think you'll find them funny too — so 
don't miss the June issue of The One, on sale from May 28th. 
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Publisher: Virgin 

issue Reviewed: November 1994 
Amazing graphics in this platform conver- 
sion from the Disney movie. Shorter than 
some, but longer than your average 
magic carpet ride, Aladdin takes the 
Amiga by the scruff of the neck and bel- 
lows ‘A Whole New World’ in its face. 


Publisher: Virgin 
Issue Reviewed: December 1993 


War, according to those wacky Sensible 
boys, has never been so much fun, and 
we're inclined to agree. It might look like 
a simple run around and biast everything 
affair, but there’s a surprising amount of 
strategy involved. In it. 


Publisher: Electronic Arts 
Issue Reviewed: October 1994 


FIFA’s here at last and It’s great! A bit 
slow maybe, and rather too much disku- 
lar swap foolery, but nevertheless a solid 
attempt at putting realism back into the 
beautiful game. FIFA is a totally different 
way of stringing the old onion-bag. 


OW Way O25 


Aladdin Cannon Fodder FIFA Int.Soccer M Ishar3 | 


Publisher: Daze 
Issue Reviewed: September 1994 


Iishar’s back and this time c’est trois! 
Wohratax the dragon Is created Lord of 
Sith for being bad. More silly names and 
fanciful plot twists from our Froggy 
chums in this sequel to the sequel avec 
les knobs enorme, er... sur. 


AB Tower Assault The Clue ee. ae. James Pond 3 


Publisher: Team 17 Publisher: Black Legend Publisher: Psygnosis Publisher: Millennium 

Issue Reviewed: January 1995 Issue Reviewed: September 1994 Issue Reviewed: February 1995 Issue Reviewed: June 1994 

Team 17 is back on familiar territory with Become London’s next Mr Big without Crisis cocks Its leg on Fairyland as Top The third Pond platformer is huge. And 
this, the sequel to the sequel that first ever leaving your room! Yes, The Clue is Crystals go awol from the four kingdoms. fast. In operation Starfi5h Pond weighs 
established the company as one of the proof that crime plays! From humble Luckily, that Flink is bounces across the in with a Connery of a performance to 
Britain’s leading Amiga developers. It's tea-leafery to bigger blagues wiv’ shoot- level playing fields and puts pay to the set against his Dalton in Robocod. OK, 
more of the same, but this time with so there’s less colour, but there is more 
some Towers in it. character and more gameplay. 


ers ‘n’ slags, you've got to stay one step evil Wainright with some spell-binding 
CD32 graphics! At a magical £14.99! 


ahead of the ‘Filth’. 


Crystal Dragon J Genesia___ Jungle Strike 


Publisher: Team 17 Publisher: Black Legend Publisher: Team 17 Publisher: Ocean 

Issue Reviewed: March 1995 Issue Reviewed: December 1994 Issue Reviewed: December 1993 issue Reviewed: December 1994 

All Terrain Racing is what you get in this Good Lord, it’s a tad expensive, but by Huge society-building thing, similar to Helicopters galore, but not, it must be 
tyre-shredding bumpathon with excite- crikey ‘tis the best ever RPG in the The Settlers, but not as easy to get in to owned-up to, all that much jungle, in this 
ment-shaped knobs on. If you fancy sacred board game style, featuring drag- straight away. Start off with a tiny tribe, the successor to Desert Strike. This is 
sucking a Death Race 2000 meets ons, er some crystal, and the usual gang and watch your fellas grow into some- Comanche territory, so it may come as a 


Spaghetti Junction-flavoured gob-stopper, of consonant-heavy characters stuck in a thing that makes the Roman Empire look surprise to learn that we can recommend 
tricky situation with an evil wizard. 
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then ATR is one sweetie you'll savour. like a chain of cheap Pizza Restaurants. it to you without reservation. (Doh!) 
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Dawn Patrol J Guardian. =f K240_ 


Publisher: Core Publisher-— yggW =*mpire Publisher: Acid Software Publisher: Gremlin 

Issue Reviewed: July 1994 Issue Revieg< ‘April 1995 Issue Reviewed: November 1994 issue Reviewed: May 1994 

What's this, an original CD32 game Populous with asteroids, that’s what this 
that’s got oodles of playability? Yes, it’s is. Explore space to find some asteroids. 
true!! Guardian is the game you've been Colonise 'em. Exploit 'em. Zap every 
waiting for. You are in space and have to alien in a race for galactic domination. 
Build fleets, trade things, mine stuff. Oh, 
how we loved it. 


Banshee is a roller-coaster ride to hell. in Action packed,'a flight sims go, the 
a buzz-bird called Banshee. Test your 
trigger finger and powers of concentra- 
tion in this Tora! Tora!-tastic one or two- 
player flight of fantasy er... blowing 
things to kingdom come. 


third sortie for Rowan’s impressive 3D 
engine is the easiest to fly and the most 
arcadey since KOTS. New pilots should 
start here, but only flight sim junkies will shoot up baddies. It’s like Defender in 
wish to own all Rowan’s games. 3D, apparently. 


Bubba ‘n’ Stix Mt Fi Heimdall 2 Kid Chaos 


Publisher: Core Publisher: Domark Publisher: Team 17 Publisher: Ocean 

Issue Reviewed: January 1994 Issue Reviewed: February 1994 Issue Reviewed: December 1993 Issue Reviewed: August 1994 

More platformular near-perfection from From the Frenchmen who brought you Heimdall 2 is great. It’s got action, Crazy story, crazy game. The kid from the 
Core with this beautifully programmed Vroom! comes the official F1 licence. adventure and puzzie solving with a cretaceous age clubs through platforms 
smattering of humour in all the right like a T-Rex after a jet-propelied cow. It’s 
places. Blood, runes, orcs, magic, etc. parallax paradise, and the only game 
buffs might think it un peu unrealistique, and added love interest in the shape of more satisfyingly violent than hitting a 
mais for the arcade lover, c’est tres bon! the saucy Ursula. Phwaor! bank of stinging nettles with a big stick. 


game. A bit on the brief side, but as orig- Actually, c’est Vroom Deux, encore vite, 
inal as a young white trash meets magic but avec le fab two-player mode. F1 
piece of wood, meets bad blobs in a 
tricky-situation-type of scenario can be. 


May, then. Poles. Ribbons. Arse country dances. Even arserer jolly folk 
music, played with accordians and spoons. And as the sap rises 
through the hawthorn bush, so the brain dives earthwards and people 
get kissed in awkward places. Like the Labour Party Conference. 


PGA Euro Tour ST GS aD 


Publisher: Psygnosis Publisher: Publisher: Biue Byte Publisher: Renegade 

issue Reviewed: January 1995 Issue Reviewed: issue Reviewed: December 1993 Issue Reviewed: January 1995 
There’s an old Greenland saying that Your typical god game, but this time with It's Sensi, Brian, but now It’s a game of 
goes. “Once, there was Lemmings, then a medieval setting for your diminutive two halves! Tactics, transfers and Injuries 
Lemmings 2 and now there is All New charges as they bulld things, do things plus That Zambian League in full . Then, 
Lemmings, and not, as we previously and keep rivals at bay. Try leaving them look out! Computer teams heading the 
suspected, Lemmings 3. But, hey, what's at it all night and see what the little ball and keepers with less butter on their 
in a name.” Bonkers eh? blighters have achieved by the morning. gloves. The same, only different-er. 


90% 


Liberation: Cap. 2 Pinball Illusions Shadow Fighter Theme Park 


Publisher: Publisher: 21st Century Publisher: Gremlin Publisher: 

Issue Reviewed: Issue Reviewed: January 1995 Issue Reviewed: February 1995 Issue Reviewed: = 1994 
Fast and furious flipper-driven action for Umbered BEU-tification from Spaghetti Alton Towers, Alton Showers more like! 
lovers of all things tilt-ilating and tabular. Land, where running away from the fray Euro Disney, c’est Eurodismal! How do | 
What else can you say? | don’t want to is considered ‘normale’. There are no know? Because I've licked Theme Park 
mention the ‘Babewatch’ table again. white flags on this baby, though, as she right down to the stick and tasted Sim 
This is a family magazine. Read any crouches Streetfighter-ishly in the gloom heaven. What's more, | have sniffed the 
decent books lately anyone...? and snarls: ‘La donna @ mobile’. Not half! bottom line and it smelis lovely. 


Ocean 
December 1994 


The best golf sim by about 440 yards, 
and bags more fun than the real thing, 
which is admittedly, not a very hard thing 
to be. Thanks to Ocean you and your 
friends need never touch Woosie’s horrid 
Welsh niblick again. Hurrah! 


Mindscape 
December 1993 


An atmospheric RPG with a sexy intro! 
Really shows off the capabilities of 
Commodore's CD32 to the full and nearly 
as nice on the A1200. Basically you have 
to find out what's going on in this big 
city where the robots have gone mad. 


Mortal Kombat II Putty Squad Ps wpe) 


Publisher: Acclaim 

issue Reviewed: January 1995 
More MK, but with a classier look to go 
with the Roman numerals. Weird end-of- 
bout happenings to out-fox Mr. Snippy 
the Censor, but basically, hot as a pie 
baked in Hell's Kitchen and about twice 
as hard! 


Publisher: 
Issue Reviewed: 


System 3 
August 1994 


Putty Squad knocks several buckets of 
poo out of Putty. Thrill to 36 levels of 
squishy blue fun, which is more squishy 
biue fun than you can have a-squeezin’ 
things in a policeman’s trousers. 
Probably. Long-lasting platform fun. 


Publisher: AdventureSoft 
Issue Reviewed: February 1994 
The Brits at AdventureSoft take on the 
Yankee might of LucasArts and Sierra 
with this humorous graphic adventure — 
and lose. But only just. The interface just 
isn't as good. The puzzies are tough, but 
don't let that put you off. 


Publisher: MicroProse 

Issue Reviewed: December 1994 
‘Hello Planet Earth’ say odd-looking 
blokes with frog-spawn guts. ‘Eat lead 
you fiends from another world, you’, 
replies Porky Pig. Not really. Save the 
planet, and that takes strategy, dosh and 
whole ice-cream scoops of death. 


On the Ball 


Publisher: Daze 
Issue Reviewed: September 1994 


The only thing OTB lacks is Brian Moore. 
Fresh as a daisy and as deep as a devil's 
bit scabious, here’s a footy management 
sim to wander through wearing a big 
shirt, to linger in and make a fragrant 
posy for your sweetheart with. 


Out to Lunch 


Publisher: Mindscape 
Issue Reviewed: July 1994 


His cupboard is bare, and so poor Pierre 
le Chef is on a tour around some exotic 
locations (er, apart from Switzerland) to 
re-stock his larder. Out to Lunch is a tasty 
platform patisserie with sprites that take 
the biscuit. And that’s no word of a pie! 


Roadkill 


Publisher: Acid Software 
Issue Reviewed: January 1995 
‘Don’t go buzzing around in that car, 
killing people, you bugger!’ No, it’s not 
a gritty new ad campaign from the DOT 
but a warning against Roadkill, the 
game that puts death back into driving. 
Probably not Sponsored by BSM. 
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Publisher: —~ gag ZAcid Software 
Issue Reviews, ~~ April 1995 
More state « 4 el that’s a bit arse 
as a one player-game, but a real crowd 
pleaser when two or three are gathered 
together for a few laps. The introduction 
of cows allows us to say that in the beef 
stakes, Skids 2 is a big fat juicy rump. 


Publisher: Psygnosis 

Issue Reviewed: November 1993 

A game that’s so much better with two, 
this cute platformer is transformed when 
the both of you do it. Compete for the 
collection of coloured rabbits in a magj- 
cal split-screen race against the clock. 
Now a budgety £12.99, by crikey. 


Publisher: Renegade 

Issue Reviewed: August 1994 
Cute but curmudgeonly Ruff has lost his 
marbles, so that means mayhem in plat- 
formular mode for the likes of me ‘n’ 
thee. This game is like Michaelangelo’s 
best pencil, because it’s right at the 
sharp end of the platform renaissance. 


Publisher: Bloodhouse 

Issue Reviewed: December 1994 
Super Stardust, then. Or even the now- 
budgetular Stardust are the ultimate 
Asteroids clones. Their graphics kiss 
your eyeball repeatedly and whisper, 
‘Come with me Earthling, and | will show 
you the meaning of pleasure.’ 


Ruff ‘n’ Tumble Super Stardust 


Publisher: Psygnosis 

Issue Reviewed: October 1994 

OK, which arse changed the title of this 
game? The top puzzler of ‘94 was 
Zonked!, now it’s X-IT. Apparently, the 
new title is a clever play on words. Exit 
— XIT. See? | think the people who come 
up with these things are marvellous. 
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THE ELIZA FILES 


This month we slide open the filing cabinet to folder number four of our 


ongoing series of profiles. 
voluptuous assistant, 


| was a musician — a failed pop 
star. | played the bass for six 
long years in a band called The 
Bollweevils. The closest we ever 
came to fame was when we got 
to number ninety eight in the 
charts. Simon Bates and Steve 
Wright played it. 


Because we had an evil manager 
we called ‘Bun-head’ because he 
looked like a currant bun. He 
basically ripped us off to the 
tune of thirty thousand quid. 
Within the band it was known to 
be “that evil Mr Bun’s fault.” We 
were in the studio recording an 
album and he told us his mum 
had died and that he had cancer, 
but he didn’t at all. He did things 
like borrow tons of guitars from 
a shop, that then got confiscat- 
ed by the studio who sold them 
off along with all our equip- 
ment. The shop said that if they 
ever got hold of Mr Bun, he’d be 
propping up the new section of 
the M8. 


He came to us and just fooled 
everyone. He told us that he'd 
tour managed Simple Minds, so 
we all just agreed that he’d man- 
age us. You just don’t assume 
that people are liars when you 
meet them, so we thought he 
was genuine. He had a partner 


Eliza. 


Name: 


Age: 
Home: Sheffield 


Occupation: PR Manager, Gremlin Interactive 


who he ripped off as well, and we 
talked to him about how Mr Bun 
had been in hospital the week 
before, but it turned out Bun had 
never even BEEN in a hospital! 
The last time anyone saw him, he 
said “Oh, can't stop. I’m manag- 
ing Frank Sinatra.” 


| just saw an advert in a local 
paper for a games manual writer. 
| had an Amiga and liked games, 
so | thought it would be a really 
fun way to make some money 
and earn a steady living. | did that 
for six months, and then Nick 
Clarkson [CLARKSON!] left to go 
to Ocean, and nice Mr Stewart 
gave me a chance. 


Well | was in a room on my own, 
and was allowed to smoke in 
there, so that’s all | did; smoke 
and write manuals. In fact, the 
real reason | wanted the job in PR 
was just to avoid having to write 
the manual for K240! My 
favourite manual was Legacy of 
Sorasil. You remember them all, 
but it’s harder than you think — 
trying to tell people how to play 
their games. 


McKevitt (far right) the Bollweevil... deary, deary me. 


Steven Michael Andrew McKevitt 


No, | still liked it, | could just see 
myself doing it forever. | couldn't 
see where it was going; | was 
Chief Manual Writer and had my 
own department, it’s just that | 
was the only one in it! | got a bit 
worried. You know... mid-twen- 
ties, thinking about getting 
married and all that. 


| wanted to be an astronomer. | 
wanted to present The Sky at 
Night because | thought that was 
‘the future’. | used to watch all 
these programmes about ‘the 
future’ when | was little, and 
would turn down bikes for Christ- 
mas because | thought there was 
no point — in a few years we’d all 
be flying around in little jet power 
packs. | just sat there and waited 
for ‘the future’ to arrive. 


No. But only because | was older 
and wiser. | used to watch Tomor- 
row’s World and think “Wow!”. 
Of course | didn‘t know that noth- 
ing you see on Tomorrow’s World 
ever happens. 


A record deal. To turn the clock 
back five years B.B. (Before Bun). 


| think I'd have been George, 

because he didn’t have to write; 

he got loads of money and 

all he did was play his gui- 

tar. | could’ve done that. He 

was the good-looking one 

too. | couldn't have been Paul 

because | don’t fancy Linda, and 
Yoko gets on my nerves. 


Here’s Doktor Mattford Von Broughton and his 


| used to, but | don’t any more. 
Dannii is more substantial — plen- 
ty to hang on to. 


I'd take a wall, and a ball to kick 
against it, my CD player and some 
CDs, and... er, Dannii Minogue 
actually. 


West Canada or East Canada? 


| think they’re five hours behind, 
so I'll say... twenty past ten. 


That's Berlin; formally Bonn. 


Because of thermonuclear reac- 
tion. It’s the diffusion of hydro- 
gen into helium and back into 
hydrogen. That’s why they keep 
on shining. 


Well if you've still got the phone 
there, it must be only one. 


liza is a piece of 
software designed 
to simulate an open- 
ended psycho-analytical 
interview based upon 
Freudian studies. Come on 
Steve McKevitt, your time 
has come... 


HELLO. MY NAME rs 
ELIZA. WHAT’ S YOURS? 
ze’ @ steve. 


ALRIGHT, It’s STEVE, 
WHAT WOULD yOU LIKE TO 
TALK ABOUT TODAY? 

No, sorry: my name's 
just steve: 


NAMES pON’T INTEREST 


DO CHILDREN 
YOU? 
Not really: 


BOTHER 


WHY DON’T you TRY TO 
RELAX. 
I am. 


DID YoU COME TO ME 
BECAUSE you ARE? 
No. 


ARE YOU SAYING no Just 
TO DISAGREE WITH ME? 
No. 


I wisH Tf COULD UNDER- 
STAND YOUR NEGATIVE 
MOOD. 

Erm... 


ERM? 
well? 


ALRIGHT, CAN YoU TELL 
ME MORE . 
About what? 


I DON’T HAVE THE 
ANSWER. 

Well how am I going to 
tell you anything 
then? 


pO you THINK YOU ARE 
MATURE? 
Yes. victor Mature- 


WHAT DOES THAT SUGGEST 
TO yOu? 
60’s 8 movie actor 


with an amusing name. 


WHAT IS YOUR FONDEST 


CHILDHOOD MEMORY, 
STEVE? 
Playing crazy Golf 


with my grandad in 
gouthport - 


r’M NOT SURE I UNDER- 
STAND you FULLY. 

No, really: They ‘ve 
got 4 brilliant Crazy 
Golf course there with 
windmills and water 
wheels. All electric, 
usual 
tawdry rubbish you get 
in piaces Like Rhyl! 


HOW MANY ARE THERE? 
There’ s only one Rhyl 
to my knowledge - 


PLEASE GO ON. 
Erm, Well Tf suppcose 
Colwyn Bay is a bit 
similar. 


WHAT MAKES you. SAY 
THAT? 
tt’s in Wales. 


VERY INTERESTING, CAN 
you PROVIDE MORE 
DETAILS? 

Gwent? 


nonentity 
clash last Saturday 


AT THE WIGAN V TORQUAY 
NONENTITY 
CLASH LAST SATURDAY? 
Sorry: I meant to say 
Yat the wigan v 
Torquay mrp-table 
nonentity clash last 
Saturday” - 
spelling’s terrible. 
CAN YOU ELABORATE? 
No. 


PERHAPS you ARE BEING 


TOO NEGATIVE. 
yes > 


you SEEM QUITE posi- 
TIVE. 
No. 


po YOU OFTEN HAVE 
THESE NEGATIVE FEEL~ 
INGS? 

Yes. 


you SEEM TO BE REPEAT 
ING YOURSELF - 
No. 


MAYBE you SHOULD BE 
MORE POSITIVE. 
t am. Very positive . 


IN WHAT WAY? 

Er... Wigan for 4 good 
cup run, and & decent 
win in the national 
lottery: 


WHAT MAKES you SAY 
THAT? 

t‘'d have thought it 
was obvious. 


VERY INTERESTING, CAN 
you PROVIDE MORE 
DETAILS? 

you don’t understand 
me really do you? 


PERHAPS you KNOW THE 
ANSWER - 

rt think I do. you’ re 
programmed to recog™ 
nise certain words and 
ask Freudian questions 
about them, so even if 
I use words out of 
context, FATHER, you 
still pick uP on them. 


HAVE you ALWAYS HAD 
TROUBLE RELAXING? 
Mother. 


LET’S prscuss YOUR 
SLEEPING PROBLEMS - 
Ex... alright then, try 
SEX. 


It APPEARS THAT YOU 
ENJOY TALKING ABOUT 


SEX. 

There! see what 
mean. Love, Mother, 
Death, Religion, - 


McKEVITT| 


sort your way through 
that lot Eliza! 


HAVE you EVER HAD A 
LOVED ONE DIE? 

weyhey ! Alright, try 
this one... Father, S©*, 
wigan athletic, God, 
the pevil. 


WHY DON’T you ELABO- 
RATE ON THAT. 
Alright then Baby- 


WHAT ts YOUR FONDEST 
CHILDHOOD MEMORY? 

Ah, we're here again. 
fondest memory ! That 
has to be my celebrat~ 
ed role 48 Billy the 
window cleaner in the 
school’s production of 
gregory’ ® Girl! 


MAYBE WE SHOULD MOVE 
ON NOW. 


ALRIGHT, TELL ME MORE .- 
No, just g° away - 


WELL, WHY NOT? 

t don’t want to play 
anymore. 

you EXPECT ME TO 
BELIEVE THAT? 

Bye bye- I’m going 


tI DON’T THINK YOU ARE 
GOING. 

Now that’s 
you’re really wrong: 


where 


And there you have it 
ladies and gentlemen, the 
first interviewee to hang- 
up on Eliza. Still, there's 
more where that came 
from, so tune in next 
month for another thrill 
packed Eliza File. Grrr! 


m 
fe 
N 


ey (Sin 10 ¢ sie Uni 


German computer retailing qiant Gscom makes a SHWi bid jor Commodore. YAch, but, will it succeed? 


SPRING 1995, BERLIN. AFTER THE CLEVER ROVER TAKEOVER BY 
BMW, CRACK GERMAN BUSINESSMEN SELECT THEIR NEXT TARGET 
AFTER A SLAP UP FEED AT THE REICHSTISCHWURST... 


| do not fear ze 
unkompromising 
Vimbledon 
m back four! 


ACHTUNG! ACHTUNG! 
Ze 18 yard area! DIVE! DIVE! 


Mein sple mg 
felt auf 
Lodent” 


Commodore 
schmekt wun- 
derbar! 


Ve must send ina 
a to test ze home 
omputer market. 
Get me Agent 
Klinsmann! 


Apparently, 
Maidenhead ist 
lokated auf leafy 

Berkshire. Nach der 

M4 Korridor. 


AGENT KLINSMANN SKILFULLY ASSIMILATES HIMSELF 
INTO PREMIER LEAGUE FOOTBALL.. 


» US 7E a Ss 3 «, pote 


@ Next enth in Dem Raiser- Withee in! « 
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DETERMINED ESCOM EXECUTIVES CONDUCT }¥ 
FURTHER RECONNAISSANCE PATROLS... 


— 


Fancy a 
game of Sensi 
Dave? 


..AND THE HOPES OF 
WILY US RIVALS, CEI ARE 
FINALLY SCUPPERED! 


It’ s ein snip at 
$5 million! 


...UNTIL NEGOTIATIONS FOR THE BRAINLESS BUT 
LOVEABLE COMPUTER BEAR ARE CONCLUDED IN THE 


TRADITIONALLY THOROUGH GERMAN MANNER... 
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Vee db. 
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Make that with 
fries to go! 


Ja Fritz! Und ze produktion of qvirkyily ' 
amusing Teutonic games fur mein eae 
Amiga vill be assured! Heh heh heh! J 


Oi, Fritz! Sie wollen spielen 
eh? Wir haben wegen zu i 
sprichen! Ha, ha, ha, etc. [-~™ ~ 


_—__ Ane 
we! meinGotT: | 
Jp IT'S FULL OF SATIRE! | 
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BUT AS THE COLD- HEARTED SAUSAGE- MEISTERS CRUISE MENACINGLY .. LITTLE DO THEY KNOW THAT EVERY JERRY MOVE IS BEING 

TOWARDS THE FAMOUSLY WHITE-CLIFFED KENTISH COASTLINE... MONITORED BY THE AMIGA'S BEST-KEPT SECRET WEAPON... 


-_- 


. 


... THE ONE! 
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Available for Amiga PCCD ROM. 
at all 
Computer stores now 


All proceeds to charity, Including ChildLine and the Prince’s Trust. 
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Do you want to know what’s cooking? 


Do you knead to make some dough? 
Then get a piece-of-the-action with Pizza Tycoon. 
A business simulation to get your teeth into. 
Order up Pizza Tycoon from us. 


Because at MicroProse, we deliver. 


AVAILABLE FOR IBM PC COMPATIBLES AND AMIGA A500 / A1200 


THE ONE FOR AMIGA GAMES WITH MARROWBON -<)FOR AN,ACTIVE DEATH.. MAY 1995 
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